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3 Ass-stompin’ aliens have landed 
jin futuristic Los Angeles, and 
the humans suddenly —_— 
_ themselves atop the endangered 
species list. The odds are 
a muillion-to-one, just the way 


Duke Nukem likes ith. a 


FormGen 


INCORPORATED 


REALITY Is OUR GAME." 


World Wide Web Site (http: //www.3drealms.com) CIS (GO REALMS) 
Software Creations Web BBS (http: //www.swebbs.com) AOL (Keyword 3D REALMS) 


Developed by 3D Realms Entertainment. All Rights Reserved. Exclusively distributed by FormGen, Inc. 
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ANDERSON, 


FNEED A VOLUNTEER. 


THAT TANK UP THE 


ROAD? SOMEONE’S GOTTA 


TAKE iF OUT. 


if NEED SOMEONE I CAN 
COUNT ON. SOMEONE WHO’sS 


MAN ENOUGH TO RUN 


FHROUGH MACHINE-GUN FIRE 


TO GET THE JOB DONE. 


AND ANDERSON, 


THERE COULD BE A MEDAL 


IN IT FOR YA. 


Anderson, Chuck. Sergeant. Leads 2nd Platoon’s Recon team. Probably gotta 


wife back home. Damn good soldier. You give him an order and he figures 


out the best way to get the job done. So what’s he doing cowering behind 
that bombed-out farmhouse? 
Saving his own butt. 

That’s what you should expect if you order him to do something crazy. In 
Close Combat everything reacts like 
it does on the battlefield, from 
the ripping canvas hiss of the German 
MG42 machine gun to the screams 
of the men it hits. It all goes down 
right in front of you. In real time. 

So there’s no time to thumb through 
the manual. You work your mouse like 
as a weapon. Point and click and boom, 
acme 3 the shooting starts the second your 
men step off Omaha Beach and it don’t let up ’til they’ve 
taken Saint-L6. Troops, terrain, situations —if you want to get any 
more accurate, you’ll have to shave your head. 


Wanna go head to head with other military geniuses? All you 


need is a TCP/IP connection. And guts. Mac™ vs, Windows® 95: 


Which side you 


So look alive soldier; D-Day happens this July. gonna take? 


Which means you don’t have much time to kill. 


Mi 
icroesott 
WHERE DO YOU WANT TO GO TODAY ?™ 


©1996 Microsoft Corporation. All rights reserved. Microsoft and Windows are registered 
trademarks and Where do you want to go today? is a trademark of Microsoft Corporation. 
a Mac is a trademark of Apple Computer, Inc. ©1996 Atomic Games, Inc.All rights 
mae teem reserved. Atomic, Atomic Games and the Atomic Games logo are.trademarks 
<< of Atomic Games, Inc. 
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| Computer Game Review June, 1996 — 


By T Tange Koalafan 


For quite some time now there has been an ongoing debate in the 
Postage Due section about piracy. | have to admit my surprise that so many 
people have that much to say about the topic. It seems that after so many 
arguments, both for and against, the issue would eventually fizzle out. It 
hasn't. 

| am going to end this debate and take the last word for myself. The space 
in Postage Due should be used for something more interesting to CGR read- 
ers than just beating a dead horse. Therefore, by my own decision and from 
the urging of many readers, this will be the last time piracy will be discussed 
within these pages for quite a while. The last word: 


So, you want to be a present-day swashbuckling buccaneer? You remem- 
ber reading Edgar Allen Poe's “The Gold Bug”—that of course was some 
years ago when reading was fashionable and in vogue, just before the 
Mighty Computer conquered the Universe. You conjure up the romanticized 
exploits of the infamous Captain Kidd and dream of his amassing of great 
fortunes and encounters with earthly pleasures and adventures. You imag- 
ine yourself sailing the vast seas of Cyber-Cosmos searching for prey and 
plundering at will. Sounds great! 

Or, does it? You then recall the end of the poor Captain. In 1699 he set- 
tled in Oyster Bay, Long Island, hoping to enjoy his ill-begotten treasures in 
a quiet and dignified manner. Someone induced him to take a little sailing 
trip to Boston. Upon arrival he was arrested and shipped to England. He was 
tried and convicted of piracy and murder and unceremoniously executed. 

Well, we have a legislative body composed of wise, hard-working, benevo- 
lent women and men. We call it the Congress of the United States. Aside 
from protecting the spotted owl, sending young men and women to wars, 
spending (or squandering, if you prefer) your money, it also protects intel- 
lectual property. Congress, being kind, humane and benevolent, spares 
computer pirates from the cruel and inhumane treatment that befell upon 
the noble head of Captain Kidd. But, in its infinite collective wisdom, 
decreed that a computer pirate, under certain circumstances, may be 
imprisoned up to five years, fined up to $250,000, or both. 

Enough about piracy history and laws. Let's talk about your grandmother. 
What would she say if you told her that the International Trillion Dollar Bank 
has a poorly guarded suburban branch that you could effortlessly invade 
and get away with enough money to buy your favorite computer game? 
Would she change her mind if you pointed out that a few bucks to a trillion 
dollar bank is absolutely nothing? You know her answer! 

A computer without software is like a library without books. Do not punish 
the creators of programs or games. Encourage their creativity by rewarding 
them and they, in turn, will serve you well with countless hours of computer 
entertainment. 


Enough said. In this capitalist society we live, we have a loud voice simply 
through our buying decisions. We certainly don’t have an inherent right to 
play games. If you don't like what you bought, return it or don’t buy another 
game from that game company. Getting burned by the purchase of a bad 
title does not give anyone the green light to go ahead and steal the next 
one. If you bought a Ford and it turned out to be a lemon, would you then 
justify driving a stolen Ford as your next car because they cheated you the 
last time? No, you probably wouldn't buy another Ford. Someone also made 
the argument that they are not actually ripping off the industry by playing 
pirated software, they are supporting it by buying add-ons and the sequel to 
the pirated game if they liked it. That's like saying the automobile industry 
wouldn't suffer because all the people in stolen cars would be spending a 
lot of money on service and parts and would buy another car of that make if 
they were happy with the stolen one. Makes sense, doesn’t it? | even read 
an e-mail from a man who had a similarly sorry reason for using pirated 
games who went so far as to play those games with his 8-year-old son. Nice 
lesson, Dad. 

It's an age-old argument that has long been defeated in the tomes of 
jurisprudence. Laws were not made to be broken. If any of you modern-day 
swashbucklers out there want to avoid a similar fate as the dubiously infa- 
mous Captain Kidd, you best take a look at the potential consequences. Play 
all the games you want for free and risk a severe penalty by law? Sure! 
Makes sense, doesn't it? 
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TEXTURE-MAPPED, 8-PLAYER NETWORKED, ACTION GAME WITH COOL NETWORK SCENARIOS LIKE 
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© 1996 BUNGIE SOFTWARE PRODUCTS CORPORATION. ALL RIGHTS RESERVED. 
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1 4 Are 486s gasping for their last breath or 
will 3-D video cards revitalize them? 
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2 1 Scott takes a trip to sunny California to 
pay a visit to 7th Level 


4 See what the CGR staff thinks 
about the latest games 


6 4 Get the first look at a new animated 
adventure called Creature Crunch 


82 Steven covers the Queensryche 
Promised Land CD-ROM 


Looking for a game pad to buy? Ted 
takes a close look at two 


Q6 _'s your gamecard slowing you down? 
Kelt tells you why 


6 2 See ratings of games from past 
issues in the Software Roundup 


Online gaming is growing and Scott 
checks out some of the new stuff 


This Just Isn’t Zork 


Experience the darker side Zork with Activision’s 

latest, highly anticipated release. Venturing 

away from its established reputation of tongue ‘n 
cheek humor, this highly stylized, haunting game will 
hold gamers captive. However, dedicated Zork followers 
may find this an unwelcome departure to the series. 
Leslie, a long time Zork fan, felt cheated by the lack of 
Zork substance and that the name was used only for 
- recognition, but still found it to be quite intriguing. 


Let’s Get Civilized 


Sequels don’t always live up to the reputation 

of their predecessors, but Ted gives 

Civilization II high marks for offering more 
thrills and exploration opportunities. However, in an 
interview with CGR, Brian Reynolds, Civilization II's 
designer and programmer, claims the sequel has made 
AI improvements that don’t allow it to cheat as much 
as before. Ted didn’t think so. Find out about it and 
more in the review. 


Jane’s Blue Yonder 
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Who says flight sims and books don’t mix? 
Jane’s Combat Simulations has teamed up 
with Electronic Arts to create a high-flying 
yet informative multimedia flight simulation. Scott 
takes a long look at the game and gets the inside 
story from Andre Gagnon, the developer of ATF. 

Find out how advanced the game really is with CGR’s 
in-depth look at the newest jets around. 
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Ted takes a trip to the Computer Game 
Developers Conference in California and walks 
(or stumbles) away dazzled, disappointed and 
drunk. The future of gaming appears to be in lighten- 
ing-fast 3-D graphics, online gaming and, of course, 
the Microsoft Game SDK. 
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Computer Game Developers Conference 
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Letter of the Month 


486s Still 


irst let may say | enjoy 
reading your magazine 
every month especially for 
its reviews on hardware. 
The latest issue had a 
review on the 3D Blaster from 
Creative Labs which | felt was unjustly 
criticized and given a low mark just 
because of its price. | know you wondered 
why anybody would continue to add to a 
system that is slowly becoming extinct in 
today's computing world, but isn't the 486 
still the largest base of users? Won't the 
Pentium eventually become extinct just 
like the 286, 386, 4862 

First, let me talk about the new gaming 
consoles on the market. What is it about 
them that makes them so appealing to 
gamers? It certainly isn't the intriguing 
story line of the games, it's the graphics. 
What's the problem with the PC? The 
graphics. To achieve the graphic detail of 
some of the console games, wouldn't it 
take an extremely fast Pentium (133 and 
up) along with a fast graphics card? For a 
486 owner, how much would this cost to 
upgrade to? $800-1000 maybe? And this 
doesn't include the other ?2MB of RAM 
you would need since the Pentium has a 
64-bit path. And wouldn't you want that 
memory to be EDO for the extra perfor- 
mance? 

Since most people would have 8MB 
[RAM], let’s say we trade in the 8MB and 
get 16MB of EDO (for $300-350) which is 
what you definitely need, especially if run- 
ning under Win95. Now we have a total 
upgrade price of $1100-1350. And eventu- 
ally you'll want to buy a 3-D video card to 
take advantage of the games when they 
come out. So wouldn't that be another 
$250-300? Now $349 for 3-D capability on 
a 486 doesn't seem too bad, especially 
with Windows 95 becoming the platform 
of choice with its new Direct 3D SDK on 
the horizon allowing game makers to take 
advantage of the card’s capability. 

As computer gamers, we are constant- 
ly having to upgrade just to make the 
games run at a decent frame rate. All the 
games bundled with the 3D Blaster ran 
very well, NO slowdowns with Hi-Octane, 
Nascar, Magic Carpet, etc., with all details 
turned on. Something you would have a 
tough time achieving on today’s mid-level 
Pentiums (100-120MHz). 


Oistethut 


Blasting A on 


Currentty, 
rendering polygon accelerator on the market. 


T 


here has been considerable buzz in PC 


gaming over the last year or so con- 


ceming 3D accelerators. Creative Labs 
bowed in this year with their version, 


the 3D Blaster. It uses a modified 


the 30 Blaster is the only Vi-bus 


GLINT chip from 3diabs, and is 
aimed al a very specific market seg- 
ment, 

The board is a VL-bus card that 
works in tandem with your existing 
2D card. It is marketed for 486/66 
users only, currently a large market 
but one which is rapidly decaying 
under the ever-lowering prices on 
Intel's Pentium chips. What it 
promises is graphic acceleration bet- 
ter than what you would get from a 
2D card on a Pentium-100. The card 
comes bundled with special versions 
of five games: Bullfrog's Magic 
Carpet Plus and Hi Octane, Papyrus’ 
NASCAR Racing, Looking Glass 
Technologies’ Flight Unlimited, and 
Fenns Wolf's Rebel Moon (also 
marketed under the Blasterware line 
from CL). 


Avaiiahis for et Dovliowe by Creative Labs 
» Creativelabs == © 5 


installation 
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state 


30 Biaster 
By Creative Lats - 1901 McCarthy Bivd : Milpitas, CA 95035 - (408) 428-6600 - Fax (408) 428-66T! 


| wanted to see what the hype was about, 
S0 Creative Labs sent me the 3D Blaster, 
If you own a Pentium already, you'd prob- 
ably just yawn and go back to reading the 
paper. However, | was impressed with the 
pepe mgm eee aetall nn 


jivbee 
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your machine bat irl ea wala 
before you even think about getting the 3D 
Blaster. The graphics are good, but ! have 
to wonder exactly how jong most people 
will be hanging on to a machine that is 


What | am trying to say is the upgrade 
price to a Pentium for a 486 owner is just 
too expensive (I know it is for me) and to 
wait and save for a faster system would 
just put you back at the start because 
more than likely the system you would be 
hoping to buy would be back at the bot- 
tom of the performance scale or close [to 
it]. For a new owner of a computer the 
best way to go is definitely a Pentium, but 
| have to say for the 486 owner the 3D 
Blaster will offer you excellent perfor- 
mance at a reasonable price. And again 
with Windows 3D on the horizon and the 
chance to extend the life of a 486 system, | 
can keep up with the big boys long 
enough to save for something better. 

Maybe you should have given the card 
a double rating, one for its performance 
and another for price, and let the people 
decide if it is worth it or not. 


P.S. That part in your review about 
having to have 3 VLB slots can simply be 
solved by saying don't buy if you don't 
want to take a hit in the performance of 
your hard drive, though for under $100 
you could pick up a new motherboard that 
has three and supports the new 5x86 
chips which give upward of Pentium 75- 
100MHz performance. But that’s a deci- 
sion the buyer has to make. 

Kevin Weir 
via e-mail 


3D Board 
Reviewed 


Good answer. However, there are a few 
things that are simple misunderstandings 
concerning the technology. 1) Pentiums 
will undoubtedly become extinct. That's 
the nature of Moore's Law. However, 
486s are becoming a dinosaur much 
faster than most people predicted. The 
user base is indeed large, but most of the 
game companies we deal with are 
designing games that have a P-90 as 
their base system. It's sad, but it's the 
truth. This makes me question just how 
many companies would commit to sup- 
porting the 3D Blaster VLB. 2) The prob- 
lem with the PC is not the graphics, it's 
the ability to deliver those graphics at an 
acceptable rate. The 3D Blaster simply 
didn't do an adequate job, IMHO. 3) The 
upgrading you list for a Pentium vs. 486 is 
decent, but the statement about Direct3D 
is misguided. In order for Direct3D to do 
an adequate job of interfacing with a 
graphics board, it needs to have the 
widest data path it can get its hands on, 
which is currently PCI. Direct3D will cer- 
tainly help out a VLB card, but it will still 
be constrained by the bus width. 4) I dis- 
agree completely with you about the 
"decent frame rate" of the 3D Blaster. 
Magic Carpet was absolutely pokey on 


Have you ever tried to meet your game’s 


maximum system 


requirement? 


I do it everyday. 


“In terms of raw performance, the Mach V easily bested the other systems in our 
roundup. This is definitely a system designed with game players in mind.” That’s 
what Computer Gaming World said about my Mach V 133 Gaming PC. Now I’m ship- 
ping the Mach V 166 MHz system for the same price. 


The Mach V basic system, for $2,995: 


¢ Intel Pentium® 166 MHz Processor - 100% compatible 
with all PC software 

¢ Falcon dual voltage PCI bus motherboard - accepts 
75-200 MHz CPUs 

¢ 256K of 8ns synchronous burst cache - expandable 
to 512 K 

¢ 64 bit PCI graphics accelerator with 1 meg 

¢ 1080 meg 10ms Mode 4 Enhanced IDE hard drive 

¢ 8 meg of 60ns EDO RAM expandable to 128 

¢ 140 ms 8 speed caddyless CD-ROM drive 

¢ Creative Labs Soundblaster 16™ & shielded 
multimedia speakers 

¢ CH Products Flightstick PRO™ & high-speed dual 
gameports 

¢ 14” SVGA non-interlaced monitor, .28dp, full-screen 
display 

e Microsoft Mouse™ 

¢ 104 key Windows 95™ ready keyboard with wrist rest 

¢ Windows 95™ on CD 

¢ Microsoft Direct X drivers for serious Windows 95™ 
gaming included 

¢ One year parts & labor warranty including one year 
on-site service 

¢ 16550 UARTS, customized BIOS’, temperature 
sensitive fans, and many other unique features 


All of our systems are custom built 


by gamers for gamers 
Trademarks are the property of their respective owners. Optional equipment pictured. 


THE HIGH END IS WITHIN REACH 


= 
a 
‘% 


+2 888. - 3 3S: 6 TT 8 


http://www.falcon-nw.com 


FALCON NORTHWEST 


COMPUTER SYSTEMS 
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Multiplayer Action. Play against the computer, or up to six 
human opponents via modem, network, Internet, or e-mail. 
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Zoom in for a close and amazingly detailed look at the situation, 
or Zoom out for a global view. 


The Struggle Begins. Each species lands their first colony, equally- 
equipped with basic supplies - and a powerful instinct to survive. Will 
your drive and abilities extend to total world domination? ; 
Explore and Expand Your World. Scouting areas to expand is just one 
of the ways to build an effective empire. Mines work best in rocky 
regions. Cracked earth is best for producing energy. Ancient ruins and 


artifacts hold strategically useful technologies. 


Look for the Deadlock playable demo in select magazines or online at 
http://www.accolade.com 


“A solid multi-player game fest.” 


_~ Computer Gaming World 


“Multi- player, city building, land ~ 


exploring, alien busting fun”  - 
-Strategy Plus - ie 


_ -~ ~ 


“Absorbipg gameplay... the best 
visuajs and sound effects that 
el S lechnblogy offers.” 


Interactive Enemy A.l. Your incredible 3D-rendered opponents 
possess unique attributes that will tilt the balance of power. 
Intimidation is Key as they hurl insults and carry out strategies that 
Can mean your doom. 


Resource Management Like No 
Other. Manage your initial 
population and scarce 
resources and build a self- 
sufficient, expanding colony. 
Choose wisely from farms, 
mines, factories, power plants, 


a 0 For Windows 95 and 
ii Ra Windows 3.1 CD-ROM. 
\rorw Vin 

While a peaceable victory is possible, war may be inevitable. rusvALS rw 


Deadlock takes you there in incredibly realistic detail. Engage 
your opponents in a bitter struggle to destroy - or be destroyed. 
Find out why Computer Gaming World called Deadlock “A solid 
multi-player gamefest.” 


Gall 1-800-245-7744 to order, or for more information. Ee 


Deadlock is a trademark of Accolade, Inc. ©1996 Accolade. All Rights Reserved. tatines soano- 
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my test system, even if the graphics were 
nice to look at. NASCAR ran great, but 
the graphics weren't substantially differ- 
ent than the non-3D Blaster title. And Hi- 
Octane was merely okay. 

| understand that upgrading your sys- 
tem would cost a lot of money, and | 
completely sympathize. | don't have a lot 
of cash in my life either, which helps to 
explain why my home system is a 486/66 
ISA machine. But you're mistaken if you 
think that Microsoft is designing 
Windows 95 or the DirectX APis in order 
to help keep older machines alive. 
There's a good reason that people refer 
to base systems as "Wintel" systems. | 
base my reviews on price vs. functionali- 
ty, and I felt that the 3D Blaster simply 
didn't achieve a good ratio. 

-Ted 


April 
Showers... 


irst off, | love CGR for the insight it 
provides into the new games on 
the market. However, the April 
issue was much more of a “what 


not to buy” issue. One game out of 15 
reviewed scored in the 90s (Ripper), while the 
other 14 averaged a 60 rating! Many were in 
the 40s and 50s and are a complete waste of 
paper and valuable magazine space. There 
have to be many better games out there that 


NEWS FLASH!!! 
Xatrex is flying high today 


DEPART WEATS> “FEATURE STORIES: 
a 
NEE | A000 2999 
reviews" 4 he Gaming Imps of 


the Lunch Sable 


Keview for 1995 
1995 was an eventfd year for computer 
games, from the RPG drought to the flood 
ef DOOM clones, and the editors of CGR 

were there to cover if all The votes have been tallied by our faithful 
Check Out the Checks! ctew, and we're ready to unveil our ennual awards. 


INTERVIEW 


Hyperblade scores hig 


reenter atc einen rye ateieaesoemmne 


you could have given space to while condens- 

ing the losers in one or two pages. Thanks for 
listening. 

Lawrence J. Larsen 

Sacramento, California 


Ma 
ewirs 


it is unfortunate that that issue contained 
only one positive game review. [it was just 
an isolated incident and | can’t say | ever 
remember that happening to such an 
extreme. The May issue is much more pos- 
itive in that it gives two Golden Triad 
Awards (Wing Commander IV and 
Kingdom OQ’ Magic) and a Platinum Triad 
Award (Descent II). And actually there 
were a few games with average scores in 
the 70s and 80s. 

However, | have to disagree with you, 
Lawrence, that it is a waste of space in the 
magazine. | think that a bad review can 
often be just as important as a good one. 
No, that issue may not be a good guide as 
to what you should buy, but it certainly 
may be as to what you should not buy. If 
one of those games that got a low score 
was one you had your eye on, should you 
not be just as grateful that we deterred you 
from buying it and saved you some 
money? Besides, just because our review- 
ers didn’t like a particular product doesn’t 
necessarily mean you won't. They might 
have provided reasons why they didn’t like 
it, but then you felt that you would like to 
buy it anyway and take a chance. At least 
you would be able to buy it as an educat- 
ed consumer. 

Furthermore, it’s not a question of if we 
had better games to review. We review 
whatever comes in the mail that month. 
One of my primary concerns as CGR’s new 
editor is to dedicate as many pages each 
month as is necessary to review every 
game, good and bad, that we receive up 
until our deadline. If you favor CGR 
because of its game reviews then we want 
to provide you with those reviews as soon 
as we get the game so that you won’t have 
to wait to buy it. If there is some game that 
you have wanted since you saw it pre- 
viewed or since you saw its ad, we don’t 
want to make you wait to buy it until you 
get a review of it. 

So understand that a review of a bad 
game is just as important as a good one to 
someone who thinks it might be good and 
is waiting to buy it. 

-Tasos 


Tell It to 
Me Straight 


irst off, let me state that a lot of 
my friends, as well as myself, 
read your mag and appreciate 
the reviews that you provide. 

| have been asked by about 20 folks or so to 
send this note. We represent the gaming peo- 
ple here in Las Cruces, N.M. The major issue 
we have is the gaming companies that com- 
plain about people sharing software but they 
don't have truth in advertising! 

Trust me, as a gamer there is nothing worse 
than buying a game that you think will work 
on your system, "Hey, | have a 486DX, a 
50MHz computer with 8 Meg of RAM. A dou- 
ble speed CD-ROM and plenty of hard disk 
space so this baby will work great!" WRONG! 
It might load and run, but it will run SLOOOW. 

We spend our hard-earned cash on these 
products only to find out that the require- 
ments listed on the package is the BARE- 
BONES-REQUIREMENTS to run this sucker! 
To run it the best way is to have a Pentium 75 
or more, 16 Meg of RAM and at least a 4x 
CD-ROM drive. Don't know if you all see this, 
but that's DOUBLE THE REQUIREMENTS list- 
ed on the box. 

| would like to see your mag put out an arti- 
cle to the folks at Sierra and the rest of them 
to clean up this issue! Isn't there anyway they 
could list on the box that these might be the 
LOWEST Requirements, and to run this you 
might need something faster? 

| guess what I'm asking for is a little help 
with this matter. Thanks. 

George & Sharon Grahovac 
via e-mail 


Mining 4 

| agree with you, George and Sharon, 
that companies should be a little clearer 
as to the actual requirements of a game, 
i.e., the hardware needed to run the game 
the way it was meant to be run. | suppose 
that when you see “Minimum 
Requirements" you should take that as a 
caveat meaning “it will run on your system 
but not very well." | wouldn’t say they are 
lying to you, they simply aren't telling you 
the whole truth. 

However, | am starting to see a lot of 
games coming through with 
"Recommended Requirements" as well. 
Obviously, those are probably the ones 
you want to pay attention to. 

CGR’s reviewers have always tried to 
point out when a game (Wing Commander 
lil and IV, for example) needs some seri- 
ous power to play well. | hope you have 
found this beneficial in your buying deci- 
sions. We have made plans to review 
games on different systems to let readers 
know how different the performance of a 
game is. We did just get some new hefty 
systems in, but we have kept around a 
Pentium 90 with 8MB RAM and a 486/66 
with a similarly average setup. What will 
be expected of a reviewer is to play the 
game on all three to see how well it does. 


Watch for this in future issues. 

Thanks for your letter, and don’t hesitate 
to let game companies know how you feel 
about this issue. 

-Tasos 


Mac Tech 
Support 


Ithough my computer is a Mac, | 
find your magazine extremely use- 
ful. With the approach of the PC 
and Mac markets, one has now rea- 
son to dream that any great PC game will one 
day come to us. Unfortunately this is not 
always done promptly. A couple of months 
ago | bought Colonization which was just 
ported to the Mac. Although it was clearly 
guaranteed that the product had been tested 
and would work well on a PowerMac, the 
game refused to work on my most standard 
PowerMac 6100/66. The game started fine, 
but 10-30 minutes later it always crashed. 
After many long and useless efforts, | called 
Microprose’s technical support. A guy named 
“Mike” said he’d have somebody call me back 
as soon as possible. A few days later, without 
[hearing any] news, | called back and another 
specialist asked me to try a trick with my sys- 
tem, but when | did as he said, the game 
wouldn't even start. When | called to tell them 
that, an impolite Mike told me that he’s not 
even sure the game was ever tested on a 
PowerMac! | sent four e-mails asking about 
any possible patches, etc. but they were all 
ignored. 

| was left with no other choice but to pack 
the game with a sales receipt copy and send 
it registered to them with a very detailed 
description of the problem. A month and a 
half later, still complete silence [from] 
Microprose...! had to call again (paying thus 
for the fourth phone call, not to mention the 
registered mail cost) to see what they intend- 
ed to do if anything. Mike answered the 
phone again and when he remembered the 
problem [he] asked me to stay on the line 
while he checked something and then imme- 
diately hung up (!) thus obliging me not only 
to wait another 10 minutes in order to get a 
line to a representative, but also adding to my 
continuously increasing bill. | finally got to 
another support specialist who said that the 
person in charge of the matter was absent but 
would call me back as soon as possible, “even 
if there was nothing new.” That was the last | 
heard from Microprose since they never 
called... 

If their tactic was to make me quit by get- 
ting tired and fed up paying calls and letters 
that are simply ignored, well it worked...| have 
more important things to do. But can that be 
called professionalism? 


Aristidis Paterakis 
Ste-Foy, Quebec 


Frustrations 


What a nightmare! Almost makes you 
want to stop buying computer games alto- 
gether and get a PlayStation (if that were 
an option, which it’s not). You'd think that 
a company such as Microprose which has 
been in the industry almost since the 


beginning would have better support for 
their customers. | don’t know if your situ- 
ation was an exception, but that has to be 
the worst tech support horror story I’ve 
ever heard. 

| certainly can empathize. | hate ever 
having to call tech support for anything 
and have my own horror stories. It’s just 
too difficult to troubleshoot a computer 
over the phone. 

Your phone bill must have been pretty 
high calling from Quebec. For one thing, 
tech support numbers should all be 800 
numbers. If not, the tech support person 
should call you back if the call is going to 
be a while. 

They should be more professional 
because part of their product is the sup- 
port they provide for the use of it. 

-Tasos 


Leave It 
Alone, etc. 


‘ve been reading CGR for a long 
time. | think it’s the best computer 
mag out there. When | got the April 

issue and noticed it was shorter than 
the other issues, | looked through it and the 
section about the gameDISC was gone. This 
section is very important so you can know 
what is on the gameDISC and their require- 
ments. The capsule reviews are also missing. 
I'm not complaining, but | hope your next 
issue has more in it (with Tasos in charge of 
that I’m sure it will). Also, | bought the March 
issue that didn't come with the gameDISC. | 
saw that the Command & Conquer demo was 
on it. Do you know where | can get that 
demo? Have you heard anything on Duke 
Nukem 3D? I’ve had the shareware for a 
while. Anyway, | hope you reply, but if you 
don’t | understand. 


David Stroupe 
Homewood, Illinois 


Gotta 
Do It, etc. 


i'm glad you like CGR the best; it will only 
keep getting better. 

First of all, the issue sizes fluctuate 
because of factors that we on the editorial 
staff do not have any control over. 
Regardless of the number of pages we 
have to work with, we hope that we fill 
them with the best coverage of computer 
games out there, and since you think so, | 
guess we’re doing a pretty good job. 

The reason we cut out the section about 
the gameDISC is that all of the information 
we normally put there is already on the 
CD. You can check out all that information 
before you install the demos and we want- 
ed to use that space for other things like 
game reviews. 

Second, the reason the capsule reviews 
disappeared in the April issue is because 
there were not that many games to review 
that month, so there was no reason not to 
give at least a full page to every game. 


They are in the May issue and this one so 
that we can fit every game we got in this 
month. (And thanks for the vote of confi- 
dence, David!) 

Third, you can probably get the 
Command & Conquer on the Web. Check 
out Westwood Studios’ site or Virgin 
interactive. If you can’t find one, write to 
us and ask for Volume Nine and we'll send 
it to you. 

Lastly, check out the May issue for more 
information on Duke Nukem 3D. Ted got to 
visit their facilities and wrote an interest- 
ing story about it. I’m excited about it too 
and can’t wait for the final. 


What Ever 


-Tasos 


Happened to... 


just have a few things that I've 
been meaning to ask for the past 
couple of years, but haven't gotten 
around to it. First, what happened to 
Wasteland 3? It was supposed to be called 
Mean Time and for some reason or another 
EA dropped its development. There was no 
news so disheartening. 

Second, is Star Control Ill coming out only 
for Win95, or will they release it for DOS, too? 

Third, why doesn't EA come out with anoth- 
er Starflight? SF 1 and 2 were two of the best 
games I've ever played. | know that Star 
Control |, Il and Ill by Accolade have taken 
over this area of the market as well as MOO 
and MOA, but with the relative success of SF, 
what happened? As a matter of fact, what 
happened to Bard's Tale? | played all three of 
those and was disappointed not to see anoth- 
er on its way. | know things have changed, 
but their RPG logic was excellent. Maybe | just 
miss some good RPGs. 

Fourth, | heard something about a third X- 
COM called Apocalypse? Is this true!?!? My 
prayers have been answered! Any info you 
could give us? Will there be a fourth episode? 

Fifth, just a quick question. | know that in X- 
COM II you have to research X, Y and Z in 
order to get P, but do you have to research 
them in order? | haven't broken down and 
purchased a book, but I've researched every 
living and dead alien as well as everything 
I've accumulated and still | haven't been able 
to research any armor over plastic and still 
have the same extremely poor fighters and 
drop ships. Is there a sequence or is there 
something wrong? | used a fix on my game 
which | thought would help, but it hasn't. 
Help! 

Michael Schultz 
via e-mail 


Going Back 


| don’t know what happened to those old 
EA games (you should probably ask EA). 
’'m missing a good RPG, too, however. 
There is a new X-COM called Apocalypse. 
As for a fourth? The Magic 8-ball says, 
“without a doubt.” There is a patch for X- 
COM to fix the bugs in the research tree. 

Check out their Web site. 
-Tasos 
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Special Report 


7th Level Plans to Become “Top Gun” in the Industry 


On to the Next Level 


he view of the Los 
Angeles basin from the 
air is breathtaking. For 
miles in each direction, 
all the eye can see are 
streetlights whose brilliance 
dazzles. Somewhere in the sea of sodium 
luminescence, there is a large converted 
warehouse that holds the collective tal- 
ents of some of the brightest stars in the 
computer gaming industry. 

When my editor offered me the assign- 
ment to cover the 7th Level Press Sneak 
Peek, | accepted almost instantaneously. 
Upon arriving at Burbank Airport | was 
not disappointed in the least; the weather 
was warm and balmy and a shuttle was 
waiting at the gate. 

When we arrived at 7th Level’s Glendale 
office building | was confronted with a 
veritable plethora of concrete and glass 
that was nicely camouflaged by a thick 
lawn and several strategically placed 
flowerbeds that gave the building a gen- 
tle and welcoming look. 

The presentation inside began with a 
short speech from the president of 7th 
Level, Bob Ezrin, about how the company 
had been making some changes in the 
way they looked at the industry and how 
software titles would be handled in the 
future. Bob Ezrin, being a veteran of the 
recording industry as a producer and 
major financier, knew exactly how to han- 


dle the crowd. With poise and charm, he 
efficiently recanted the story of how 7th 
Level had gone from being a small force 
in the software industry to its current 
public status of being worth several hun- 
dred million dollars in assets and com- 
prised of offices in San Francisco, Dallas, 
Germany and England. 

This was not the small company that 
had brought us the cute 
Arcade America or the 
unique but limited Monty 
Python’s Complete Waste of 
Time. No, this was a new 
entity unto itself that actually 
had the makings of an com- 
puter 
entertainment giant. 

George Grayson, their 
chief operations officer, then 
took the podium and began 
to speak of the past and of 
the future. He listed the past 
accomplishments of the com- 
pany and gracefully cited the 
shortcomings as being part of 
the steep learning curve that 


@G-Nome is a Mech Warrior type of game, with the exception the industry fosters. He said 
that you can get out of the Mech and interact with things. 


that the plans for the company 


@®The 7th Level crew has taken the 
“Flying Cow” bit to new heights; it’s now 
an arcade sequence in the game! 


to become a major force in the varied 
fields of education, entertainment, multi- 
media and gaming were just a small part 
of the overall development of the compa- 
ny. The major force behind the future 
plans of the company is a synthesis 
between the elements of man and 
machine. 

With a proprietary technology known as 
“Top Gun” at their disposal, the folks at 
7th Level have been able to cut down the 
production time of a title to six months. 
George explained that, “Top Gun is a 


"| JUST 
wasted MY 
bEST Friend. 


And hes 


STILL TALKING 
TO ME 


Eiger's HeadOn DSVD Fax/Modem is the ultimate 


on-line interactive game experience. Now you can 
simultaneously talk and play games via your HeadOn modem on a single 
phone line. Yell, scream, taunt or lie - all while playing your favorite 


game, all via your fax/modem, all at one time. 


Includes full versions AEN and pany 


HeadOn V.34 DSVD Fax Modem 


SIMULTAGNEOUS VOice & Data 


fies s2e2 INGRAM 
COMPUTER, gga COMP = 2 MICRO 


Technology Made Easy, Performance Made Affordable (800) OK-EIGER 


All trademarks referenced are the trademarks of the respective manufacturers. 
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look at the 
people who 

work here 
employees, 


them as my 


-George Grayson, COO 


multimedia operating system that opens 
platform flexibility and will be FTP 
enabled.” It will be launched at the fall 
1996 Comdex Convention as a product in 
and of itself. The platform allows even the 
most initiate of programmers to begin 
work almost immediately on a project. 
One employee had been at the company 
only six weeks before he began program- 
ming work for a title. He brought no pre- 
vious hard programming experience with 
him, yet he had the vision to make things 
happen on the screen and the “Top Gun” 
technology allowed him to make his 
visions reality. 

The philosophy of the company is sim- 
ple: Allow every employee access to every 
element of the company’s work. The 
whole building is wired for one purpose, 
communication. On the main floor of the 
building there is a room that has one wall 


“T don’t 


as my 


I look at 


peers.” 


made up entirely of communication moni- 
tors. Every employee knows what every 
other employee is working on and where 
they are progress-wise. | was struck by the 
“Big Brother” quality that the whole setup 
had to it and so | asked one of the 
employees what their take on the whole 
interconnectivity setup was. “I think that 
it’s the way to do it nowadays,” she 
replied. It was astounded to find that with- 
out exception everyone thought that it was 
fantastic. 

This communication setup alone has 
taken advantage of the collective talents of 
everyone in the company and with the 
attitude of the upper management being 
SO positive, the potential for success is 
astounding. George Grayson put it this 
way, “| don’t look at the people who work 
here as my employees, | look at them as 
my peers.” With this type of an attitude 
being prevalent in the upper tier of the 
company, it becomes easy to see why 7th 
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® Cold Blooded is a combination between a comic book action/adventure game, and a 


true 3-D action arcade game. 


Level has achieved such a broad base of 
support within the rank and file of its 
“peers.” Everyone in the company is linked 
to everyone else, in the office and around 
the world. It seemed that every person at 
the conference had an intimate working 
relationship with everyone else, even 
though many had never met in person. 

This fine array of communication tech- 
nology has been put to work for the com- 
pany on 10 new titles this year including: 
Monty Python and the Quest for the Holy 
Grail, the Ace Ventura series and Little 
Howie’s Learning series. 

Some hard-core gaming titles are also 
on the plate for this year such as G- 
Nome, a game of giant robotic combat 
somewhat like Mech Warrior; Dominion, a 
game of galactic conquest; and empire 
building with elements similar to 
Command & Conquer, and Cold Blooded, 
an action/adventure game with over 8,000 
cels of comic book style animation, and 


®Ace Ventura will be the first title to 
come out of the J.V. with Morgan Creek. 


some serious arcade sequences. 

The production capacity of the company 
is a staggering 2,000 cells a week of ani- 
mation that can be created to feed into 
the company’s planned Internet learning 
channels so that users will be able to 
eventually download a new adventure in 
education every single day. 

In a nutshell, 7th Level looks like they're 
going to be a real force in the market in 
1996. Their production capacity and their 
overall philosophy has brought them some 
successes in the past, and it seems as 
though they're on track and headed to the 


next level. CGR 
-by Scott Gehrs 


‘at http://wiusw.ac i 


Activision is a registered trademark of Activision, Inc. Adeline Software International and Time Commando are trademarks of Adeline 
intiexdtionat — SOftware International. ©1996 Adeline Software International. All Served. Published and distributed by Activision, Inc. 
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he quiz show game where pop culture 
and high culture collide just got bigger! 

Berkeley Systems has announced the 
shipping of the YOU DON’T KNOW 

JACK Question Pack, 400 completely new 

questions for its wildly popular, top-selling CD- 
ROM trivia game, YOU DON’T KNOW JACK, 
CGR’s Puzzle Game of the Year. For those new to 
the JACK experience, Berkeley Systems is also 
shipping YOU DON’T KNOW JACK X-TRA LARGE, 
a stand-alone product that includes the original 
800 questions and the 400 new ones. Both titles 
are available for Macintosh, Windows 3.1 and Windows 95 on one CD-ROM. The 
JACK Question Pack has an expected street price of $20; JACK XL has an 
expected street price of $40. CGR 


“After Shock” VR Tour 96 


or the next nine months, hundreds of thousands of adults across the 
U.S. will be sent on a mission to find a buried spaceship that crash 
landed deep in the Andes eons ago. Rumor has it that a secret pyra- 
mid was built by Ancient Astronauts from a far off galaxy. The journey 
will not be easy; adventurers will have to traverse smoldering lava rivers, 
extinguish flaming boulders, unfold the pyramid maze, defeat guarding sentries 
and gather special organic crystals. Trapped on Earth, these Ancient Aliens lie in 
suspended animation waiting for mankind to rescue them and take them home. 

Are you up for the challenge? 
There are only two requirements, 
you must be over 21 years of age 
and you need to visit a local bar 
hosting the “After Shock” Virtual 
Reality game. By donning a Virtual 
Reality helmet (HMD), close to 
300,000 people will race through 
intricate mazes in an attempt to 
rescue the Ancient Astronauts. 

The software is played using 
StrayLight’s 3D*XTC™ Virtual 
Reality system. 3D*XTC™ is a 
stand-up VR platform where play- 
ers navigate through virtual envi- 
ronments with a head mounted dis- 
play and a multi-functional hand 
controller. StrayLight produced the 
VR software, manufactured the 
hardware, provided the creative 
design and maintains technical 
support and training efforts for the 
After Shock project. 

In the game, called “Pyramid of 
the Ancient Astronauts”, the player 
actually becomes the story’s lead character. It is divided into four segments: 

The Briefing - An introduction to the emergency crash landing of the Ancient 
Astronauts from Planet After Shock. Lacking the fuel to return home, they build 
a secret pyramid in the Andes, and lie in suspended animation, waiting to be 
rescued. 

The Lava Rivers - The players must find the secret pyramid, while traversing a 
series of catwalks thorugh smoldering hot lava rivers. Along their path, they 
must gather shimmering After Shock crystals which will serve as fuel for the 
spaceship’s ride home. These crytals can also be sprayed from their crystallizer 
gun, to freeze the dangerous flaming hot boulders and to score game points. 

Search for the Ancient Astronauts - Upon reaching the secret pyramid, players 
have a set of new challenges. They must race thorugh a series fo mazes and 
chambers to rescue the sleeping astronauts. Along the path, players must 
disab;e the robotic sentries who guard the aliens, while continuing to gather the 
precious After Shock crystals. One they have located the aliens, they must wake 
the Ancient Astronauts, by breaking the alien’s protective shell with crystal 
vapors shot from their crystallizer gun. 

The Party - When you have rescued the Ancient Astronauts, you travel on a 
thrill ride to Planet After Shock, to a homecoming party of epic proportions. It’s 
After Shock all around as the friendly Ancient Astronauts and their people toast 
their hero! CGR 


SimCelebration 


ids can’t get enough SimCity, and now 
there’s even more SimCity to enjoy! 

The SimCity 2000 Special Edition, 
packaged in a silver foil box, contains 
everything from the SimCity 2000 CD 
Collection (SimCity 2000 game; SimCity 2000 
Urban Renewal Kit; SimCity 2000 Scenarios 
Volume |: Great 
Diasasters; Real cities 
of the world) but also 
adds new features. 
One-hundred all-new 
building graphics 
ranging from a circa 
1930 ballpark to 
space-age skyscrap- 
ers allow would-be- 
mayors even more 
ways to customize 
their homemade 
metropolises. Will 
Wright, the designer of the SimCity series, also 
gives an exclusive video interview about the histo- 
ry and future of the “Sim” family of games. 

The title became available in April for Windows 
95, Windows 3.1, DOS and Macintosh and has an 
estimated retail price of $49.95. €GR 


Major Wild 
Bill in 2-D! 


ver hear the name “Major Wild Bill” 
Stealey? Is this just some Patton 
wannabe or is he for real? Even if you 
shook his hand and talked with him 
all day you'd still be left wondering. 

“Wild Bill,” as he is affectionately known, is a long- 
time veteran of the game industry, a U.S. Air Force 
Academy graduate and has dedicated the last fif- 
teen years of his life to making flight simulation 
and strategy games. He is one of the founders of 
Microprose, but currently heads-up Interactive 
Magic (Apache) as its 
Chairman. He is also a 
Colonel in the Valiant Air 
Command and a retired Lt. 
Colonel in the U.S. Air Force 
Reserve, has logged more 
than 4500 hours of flight 
time, many of those in 
fighter jets and I- 
Magic’s own WWIII T- 
28 Trojan WarBird. 

This life-size card- 
board cut out of Wild 
Bill will greet customers 
in more than 1,200 com- 
puter retail outlets in the 
U.S. to promote |-Magic’s 
upcoming Spring sweep- 
stakes. The sweepstakes 
will offer a five dollar rebate 
for all current I-Magic titles 
and will feature a Grand 
Prize of an Air Combat USA 
ride in a fighter jet 
equipped with laser guns. I- 
Magic Star Rangers T-shirts 
will also be awarded to 250 
contest finalists as the pro- 
motion will run from April 
15th until the end of 
June. CGR 
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Welcome to Afterlife. The first world-building 
simulation that lets you manage two prime planes of 
“unreal estate’”—heaven and hell—simultaneously. 
Possessed of an unearthly sense of humor, it all begins 


in a God-knows-where galaxy. There, billions of departed 


souls hunger for you to give them what they deserve. 


Start with the Pearly Gates of Heaven 
LJisasters OF DIVINE 


PROPORTION INCLUDE Disco INFERNO 
(PICTURED), HELL IN A HANDBASKET 


or the Fiery Gates of Hell, zone in blocks of deadly 


Sins or goodly Virtues and build some roads. 


ND HEAVEN Nose. 
CD-ROM Soon, the dearly departed arrive in droves. - siete 


Keep them happy and you flourish. 
Lose too many along the way and it’s a visit from 
the Four Surfers of the Apocalypso (not a good time). 
Factor in a half-dozen or so disasters (not including 
total annihilation), money problems, lost souls, 
headaches on the planet below, and things 


get complicated in a hurry. 


With over 200 artistically rendered rewards, 


7 


g¢~ 
HEAVEN AND HELL, SIMULTANEOUSLY. 


UILD AND MANAGE TWO PLANES, 


Weep SOULS HAPPY BY PROVIDING 


THEM WITH THE REWARDS AND 
graphs and charts than you can shake a pitchfork at, PUNISHMENTS THEY EXPECT, INCLUDING 


nearly 300 detailed tiles and buildings, more maps. 


ETERNAL AFTERNOON, TOOTH OR 
DARE AND DREAMADISE (PICTURED). 


plus the most sophisticated engine of any sim game 
beginning with the letter “A,” you’ve got 


infinite hours of game-play. 


Afterlife: Reach the end or die trying. 


YasPer WORMSWORTH AND ARIA ottow THE HIGHS AND Lows 
GOODHALO HELP YOU KEEP TRACK OF http: //www.lucasarts.com OF INDIVIDUAL SOULS THROUGH 


YOUR SUCCESSES AND FAILURES. THE SOULVIEW FEATURE. 
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THE CGR REVIEWERS 


If you are into action games that necessitate an itchy trigger finger then you 
might best be able to relate to Frank. He considers himself a DeathMatch 
expert and has the skills to prove it. Otherwise, he’s always up for a good 
arcade-style game that will really test his reflexes. 


Besides a few space simulations and MechWarrior 2, Ted prefers games 
that involve little more than a mouse, a lot of time and his intellect. Strategy 
games and builders are really his bag, but he'll spend long, long hours with 
just about any type of game. He is truly a game junkie and his bloodshot 
eyes are often proof enough of his affliction. 


If Scott had perfect vision he’d probably be a fighter pilot in the U.S. Air 
Force. Instead he'll take a good flight sim as an easy fix for his passion. 
Besides tearing up the skies in a jet plane, Scott enjoys just about any 
game and eagerly awaits the game packages as they arrive. 


Do you like to take on a graphic adventure like curling up with a good 
book? Leslie does and always gives good insight. She can recall moments 
in past quests like they were yesterday. When new adventure games arrive, 
she'll be the first to tear off the shrink wrap and load it up. 


® Can Civilization II live up to 
its predecessor? 


@ It may be called Zork but 
is it? Even if it’s not it may be 
able to stand on its own 
without the name recognition. 


42 


® Take an improved U.S. 
Navy Fighters engine and 
give it some educational 
multimedia content and 
what do you get?A 
pretty good flight sim. 


ms THE CGR BREAKDOWN 


The Golden Triad Award is given to games chosen as a Feature Review 
that achieve an average score of 90 or above, while the Platinum Triad 
Award is given to those that receive a 95 or above from each of the 
three reviewers (not just average). A game chosen for a Feature Review 
must be considered exceptional by the entire CGR staff or must be 
popular and anticipated by a majority of CGR readers. 


* di O OC O 


Excellent Good Fair Poor Bad 


Games are rated with a score on a zero to 100 scale and the five sub- 
categories are rated using a symbol (the key appears below). Feature 
Reviews also have an average score that is calculated using the three 
scores of the three reviewers. All other reviews have the score and 
rating of one reviewer. 


pies like us. 


DANGER AND DETEPTIEN 
o> SD | 


WEN WORLD DRSOER 


oP YGRAFT 


THE GREAT GAME 


Identify potential suspects Enter a realistic world of spies: 
to track the trajectory of an using authentic 3-D composite 35mm film, stunning graphics 
assassin’s bullet. imaging technology. and actual CIA footage. 


NOW AVAILABLE ON MS-DOS°/WINDOWS® 95 AND MACINTOSH® CD-ROM. 
BEGIN YOUR SPY HUNT AT HTTP://WWW.ACTIVISION.COM 


“Where has this 


been all my life?” 
— William Webster, 
_ Former Director of the C.1.A. 


“Like breaking into 
CIA headquarters and 


- Spending the night trying 
— outall the toys. Grade: A” 


= Bob Strauss, Entertainment Weekly 


“A riveting post- 


Cold War thriller” 


— Shane Mooney, PC Entertainment 


“One of the most techno- 


logically impressive 
games of 1996.” 


— Chris Charla, Next Generation 


“SPYCRAFT is like 
nothing else you have 
tried. | whole-heartedly 
recommend it.” 


= Steve Bauman, 
Computer Games Strategy Plus 


“One of the most 
ambitious and riveting 
PC games of its genre 


ever produced.” 
— William Trotter, PC Gamer 


‘A fascinating espionage 
adventure — and truly 


a great game. 
— Scott Gehrs, Computer Game Review 


ACTIVISION. 


. iQ skin, Activision is a registered trademark and Spycraft: The Great Game is a trademark of Activision, Inc. © 1996 Activision, Inc. All rights reserved. All other trademarks and trade 
Ss oe names are the properties of their respective holders. The Central Intelligence Agency has not approved. endorsed or authorized the making of Spycraft: The Great Game. 
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kay, have | missed the 

joke or something? What 

was Activision thinking 

when it decided to call its 

latest release Zork 
Nemesis? Does anyone have 

a Clue? If so, please fill me in! As an avid 
Zork gamer, | have played since | read the 
first text words of the first Zork game 
nearly 20 years ago: “West of house. You 
are standing in an open field west of a 
white house, with a boarded front door. 
There is a small mailbox here.” 

So you can imagine my excitement at 
the news of yet another release in the 
series. Although | never delved heavily into 
the history of Frobozz, | was always 
amused at the tongue 'n cheek humor the 
games provided, along with the cleverly 
devised puzzles. Needless to say, | couldn't 
wait for the release of Nemesis. It had 
been way too long since | finished Return 
to Zork. | was starting to show symptoms 
of withdrawal. | couldn’t wait for Zork 
Nemesis. | mean, | really couldn’t wait! The 
build up of the game created an anticipa- 
tion that | could barely handle. | was like 
an anxious child pestering my parents on a 
long car ride to an exciting destination. 
“When is Zork coming in!?” | kept asking, 
“Is it here yet? How much longer?” Yep. | 
had become a Zork junkie and | was in 
desperate need of a fix. 

When Nemesis finally came in, | 
pressed Tasos to let me play it. “No,” he 


This Just 


Isnt Zork 


This time around, Zork Nemesis 
delivers the Nemesis, but not the Zork 


Solve the elements puzzles and the 
four trapped spirits reveal clues that will 
lead you to mysteries of other worlds. 


calmly replied, “You need to finish your 
other assignments first.” No!!?? Did he say 
NO? How could this be happening to me? 
| had waited for what seemed an eternity! 
Now | had to wait longer? Would | survive? 
| was now on a mission. | pooled all my 


resources, working day and night to com- 
plete my assignments in record time (well, 
almost). Tasos would have no excuse now. 
It was too close to deadline and Zork 
Nemesis sat waiting patiently for review. | 
was growing more anxious. 

It was finally time. With my heart 
pounding, | eagerly installed the game and 
with tremendous excitement | watched the 
opening movie sequence. | was not pre- 
pared for what came next. Instantly | felt 
my excitement diminish and my heart sink 
to my feet. “Wait just a doggone minute,” | 
cried, “this isn’t Zork! It may be Nemesis, 
but it clearly isn’t ZORK.” 

What | considered to be the greatest 
adventure series to date, had drastically 
changed. In the past | always knew what 
to expect with Zork. It was like an old 
friend. There was a trust, a reputation | 
could rely on, a style, a familiar, consistent 
environment. Zork and | had bonded. | 
always knew that | would get my money’s 
worth when | turned over my hard-earned 
Zorkmids to the Best Buy sales clerk. Now, 
| could only sit dazed and confused before 
my computer monitor. 

What was before me on the screen was 
not the Zork | remember and love. This is a 
whole new Zork | was experiencing. Some- 
thing totally different. A new world. A new 
look. A new style. | was feeling very cheat- 
ed. Yes, | know that technology has far 
surpassed the original games and with the 
demand for bigger, better and faster taking 


over the market, | guess it had to happen. 
Everything changes. The sad thing is it 
always happens to the stuff you trust and 
are most accustomed to because of the 
way they are. Geeez, couldn't they have 
asked first!? 

Now, having vented my initial frustration 
and disappointment, | must set the record 
straight. This game really is amazing, a true 
gaming masterpiece. The graphics are 
incredible, the soundtrack is perfectly fit- 
ting and the puzzles are interesting. It is 
however, not Zork. Unlike your typical 
Zork, this game is murky and haunting. 

Nemesis creators say this game repre- 
sents their experimentation with the darker 
side of the series, while trying to maintain 
some of the original humor. Frankly, | saw 
no humor in this game. Which is not to say 
that there wasn’t any there, | just didn’t 
find the humorous side to it. | found it to 
be a serious and intellectual game experi- 
ence. There is no tongue ‘n cheek humor, 
no familiar characters or locations. In fact, 
the only references to the original series | 


“...this game 


should be 


marketed on its 
own merits, not 


on that of the 
Zork series.” 


found were in the various books found in 
the library, the theme of alchemy and the 
mention of the Great Underground Empire 
in the story clip on the game's box. The 
style and tone the Zork series is known for 
has completely changed with this one. For 
me, this game should be marketed for 
what it is:—an excellent game that stands 
on its own merits, not on that of the Zork 
series. True Zorkers will find it hard to 
relate to compared to any of the previous 
games. This is truly a game masterpiece by 
today’s standards, but it isn’t Zork. 


Solve the map puzzle to reveal a new 
room that will lead you to one of the 
alchemists and another clue. 


N 4407 —— 


SLSOWod 


In light of that, | can’t review this game 
as a Zork sequel (because it isn’t) with a 
clear conscience. So, for the sake of this 
review, | will simply review it as Nemesis. 

Now, for the game itself. It truly is quite 
impressive. As the game opens, you may 
notice an eerie similarity to Myst. With a 
first-person perspective and 360-degree, 
3-D surround vision, you find yourself in a 
richly detailed prerendered game environ- 
ment. As you begin to explore the 
Forbidden Lands, a region of the Great 
Underground Empire familiar to Zorkers, 
you find the empire’s four great alchemists’ 
souls are held captive by a curse of the evil 
Nemesis. You must uncover the mystery of 
this curse in order to free the alchemists 
and in doing so, you have to discover the 
ancient secret of alchemy. You will then 
travel to four worlds representing the 
alchemical elements of earth, air, fire and 
water, the heart of the game. Your mission 
is to master the science of alchemy which 
the alchemists used for spiritual enlighten- 
ment. The game has you starting in the < 
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temple where you come across the spirits 
of the alchemists trapped by the Nemesis. 
Each tells you how to free their spirits and 
in order to do so, you must travel back to 
the worlds from which they each came to 
recover elements that will eliminate the 

Nemesis and release their spirits. Phew! 

If you pay close attention and involve 
yourself in the extensive and elaborate his- 
tory of the game, you learn that the four 
alchemists are Thaddeus Kaine, Sophia 
Hamilton, Francois Malveau and Erasmus 
Sartorius. Their backgrounds are slowly 


revealed to you as you progress through 
the game and travel to the four different 
worlds, each world representing an ele- 
ment and an alchemist. The Monastery, the 
fire element, is home to Bishop Malveau 
who sought the wisdom of alchemy to cure 
a disfiguring disease. The Conservatory, 
the water element, is abode to Madame 
Hamilton who has attempted to enhance 
her discipline and desire for musical great- 
ness. The Asylum, which is air, is the Dr. 
Satorius’ world, who sought answers to 
questions about the physical world and the 


ability to create eternal life. Lastly, the 
Castle, representing Earth, is where 
General Kaine created a tribute to his his- 
torical conquests throughout the empire 
and his endless pursuit for eternal life. In 
addition, you also encounter Alexandria 
Wolfe, a violinist and Lucien Kaine, the son 
of Thaddeus. Both also play integral roles 
in the game’s plot. 

Some top-notch people worked on this 
game, but it is obvious there were no origi- 
nal writers. Activision teamed with produc- 
tion designer, Mauro Borrelli, whose movie 
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credits include Batman Forever, Dracula 
and The Godfather Ill, which accounts for 
the dark tone of the game. With a multi- 
million dollar budget and some well known 
production talent such as Joe Napolitano, 
(director of television’s Picket Fences and 
The X-Files), Nemesis is visually stunning. 
There are three CDs, approximately 50 


of down time, instead of interacting 
with the game itself. The puzzles 
are also similar to Myst's inductive 
logic puzzles and there are 60 of 
them. Compared to many puzzles | 
have crossed in my game playing 
years, some of these are extremely 
difficult. 


hours of gameplay (depending on how 


experienced an adventure gamer you are) 
and about 60 minutes of FMV (full motion 
video) interspersed throughout the game. 


For me, the movie sequences are spaced 
far enough apart and short enough that 
you don’t have to be sitting through a lot 


Developer: Activision — 


Activision has been involved with the electronic gam- 
ing industry almost since its inception. It opened its 
doors in 1979 as a developer for the Atari 2600. 
Their breakthrough title was Pitfall, followed by 
Kaboom! and River Raid. Since then, Activision has 
weathered the slings and arrows of outrageous for- 
tune that make up life in the computer entertainment 
industry. Since 1993, Activision has been responsi- 
ble for a number of award-winning 
computer games, including 
Return to Zork, Pitfall: The 
Mayan Adventures (the first 
game released in Windows 
95 native code), and 
Shanghai: Great Moments. 
They are perhaps best known 
among moder gamers for the 
platinum-seller MechWarrior II. 
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Phone: (310) 473-9200 

Requirements: 486DX2/66 MHz, 8MB RAM. 
2xCDROM, SVGA 

Recommended: Pentium, 18MB RAM, 4x CD-ROM 
Controller: Mouse Players: One 

Street Price: $59.95 


The game is not totally linear in 
format; some of the puzzles stand 
alone and do not trigger a path to 
the next puzzle, while others do. 
However, you must complete all of 
the puzzles in the Great 
Underground Empire where you 
begin in order to move to other 
worlds. Because of this type of 
puzzle format, the game can really 
only be played once or at least until 
enough time passes that you forget 
the puzzle solutions. 

The player interface is also user- 
friendly. With a point and click, you 
can easily maneuver throughout 
the game. You may also want to 
set the 360-degree surround vision, 
to a slower speed, because on 
occasion it can trigger bouts of 
vertigo if you don’t. Nemesis also 
provides a built-in hint system that 
can be accessed through a keyboard com- 
mand, mouse or clicked on the large paint- 
ing on the wall when you are near it. 

You will also need some mighty hard- 
ware to support this game; at least 35MB 
hard disk space to install and play the 
game, 8MB RAM and 486/dx2 - 66MHz. 
You will definitely need more RAM and a 
Pentium wouldn't hurt either. | brought this 
game home to play on my 8 MB RAN, 
75MHz Pentium, and the game crashed. 
My computer met all the game require- 
ments on the box. So much for that. The 
recommended requirements are not listed 
on the box. 

This is definitely a gaming experience 
for all senses. Those who are not die-hard 
Zorkers and those who liked Myst will 
probably like this one a lot. But, committed 
Zork fans will be left feeling empty and 


Counter 


Point 


®The spirits represent elements that will lead to 
their release from the Nemesis. Youmust wake 
this spirits in order to travel to new worlds 


® Many of the solutions to the elaborate mystery 
of the alchemy can be found within the stars and 
planetary alignment. 


cheated. | smell a revolt in the air. | am 
left wondering why the writers couldn’t 
have kept the same old Zork, in this new 
technological format. That would have 
been easier to accept. 

If this is how Zork will continue on, then 
itis a Zork series for future generations, 
not mine, and | will have to suffer the loss 
of an old friend. | am sure Nemesis will 
have a successful debut and start to create 
its own legacy for which | admittedly will 
probably be part of the following. Nemesis 
is a great adventure, but it just isn’t Zork. | 
miss Zork the way it used to be. CGR 

-Leslie Beyer 


FOR MORE INFORMATION 


http://www.activision.com/zorknem/zork- 
home.html 


The gaming platform 
of the future. 


© 1996 Microsoft Corporation. All rights reserved. Microsoft and Windows are registered trademarks and DirectX, the Windows'Start logo, and Where do you want to go today? are trademarks of Microsoft Corporation. 


Mid Tattoo it on your heart, Windows® 95 is a lethal cocktail of heightened graphics, 
elalalcromelelaremelaemeesal-r- Durning speed. Direct X™ technology in Windows 95 for anyone in search 
mallee saiemaciea-s gaming capabilities on their PC. That means better graphics through 
Dene Ee eeci-eisean better sound, and high-performance digital joystick control. You'd have to 
alel-Meris-ler-ta @enaee) Screaming bullet to be connected any faster to the heart of your hardware. 
INeWaK-)ike’m-inemaar=> Gaming world come shaken and stirred just the way you like it. For more 
Talrelaa-lalelarmetemees, tt 0: //www.microsoft.com/windows/games. 
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Civilized 


The best-selling strategy title of all time spawns a sequel 


think it’s fairly safe to say 
that Civilization was one 
of the biggest selling 
games of all time, what 
with its final sales figures 
estimated at something 
over 250,000. It offered 
decent strategy in a form that was easily 
accessible by many levels of gamers, and 
had what few other games of the time 
factored in: replayability. You can barely 
find a single PC owner who hasn't at 
least heard of the title; the number 
who've played it is only slightly smaller. 
The original version of Civilization came 
out in early 1992, the Windows version of 
the game came out in 1994, and CivNet, 
offering network and modem play, came 
out in 1995. 

Thus it was with some anticipation 
that the gaming public awaited the 
release of Civilization Il. The preorders 
piled up, and it’s been nearly impossible 
to lay your hands on a copy of the game 
at any of the better-known software 
retailers since its release about a month 
ago (remember, I’m writing this in mid- 
April). Sales have finally slowed down 
enough that, if you happen to catch your 
retailer soon after his latest shipment has 
arrived, you may be able to scoop a copy 
up. But don’t count on it. 


¢ Dit Memrs Covilization i 


fassPowys: 


beat your opponents to building. 


So, is it great? In my opinion, yes. 
Civilization Il does what every good 
sequel should do: offers you more of the 
things that thrill, and less of the things 


Counter Point 


Civ 2 is just more Civ... when you stop and think about it. | mean, alright the 


graphics are a lot better and the Al is very much improved, but remember how long Civilization was 
out on the market before the Civ Net add-on came out. Too long, three years in fact. Now of 
course, this is partially due to the fact that in 1992, there weren’t a hell of a lot of gamers that real- 
ly had networking capabilities, let alone five other friends who also had them. Civ 2 being what it is 
however, is exactly what is going to make it a huge seller. People loved the original—myself includ- 
ed—and this is just a whole lot more of the same. | think that if the wait had been much longer, the 
gaming public would have rioted. | do have to say that this game has the potential to be a Game of 
the Year title. It has the longevity of tremendous playtime and excellent replayability on its side. 
The premise of both Civilization and Civilization II is unbeatable as far as it goes. | mean, how 
much more epic a game can you imagine than something that lets you build an empire and destroy 
the rest of the world? However, there are two things that | absolutely have to take issue with: The 
fact that Civ 2 does not have network play capabilities is just appalling to me. Are we going to have 
to buy a Civ Net 2 add-on? The other thing that | have to rant and rave about, (tremendous rant to 
follow), is that the game has the cheat toggle right on the damn menu bar! Okay, | understand the 
reasoning behind it, if you give gamers everything they want, they might use some restraint. Well, 
maybe and maybe not. | think the game is fantastic without a cheat menu. | just hope that too 
many people aren’t disappointed when they finally see everything that there is to see in the game, 
and then stop playing it due to a lack of promise. After all, some of the most rewarding parts of the 
game are the cut-scenes where you get to see what you built, etc. Last point: The game is an 
incredible game on its own, and as a sequel to Civilization, it does an admirable job of carrying on 
the tradition of excellence that MicroProse has come to be known for. -SCOTT 


The Lady with the Lamp is one of the many Wonders of the World that you’ll want to 


that kill. There are more civilizations this 
time around (which is what one of CGR’s 
reviewers of the original asked for), 
although you still can’t have more than 
seven civilizations competing in a single 
game (another thing that was asked for). 
One of the things that is most noticeable 
is that the Al no longer resorts to overt 
cheating, except on the Deity difficulty 
level, where the cheating is blatant. This 
is a carry-over from the original, where if 
you set the difficulty to its hardest setting, 
the computer would barely go out of its 
way to cheat. A civilization that you were 
on the verge of destroying would sudden- 
ly have its coffers filled and have a large 
number of armies on the board that it 
didn’t have in the previous turn. Although 
a lot of people complained, | found it 
somewhat elegant that the computer 
would resort to the same tactics a human 
player might. Anyway, that particular bit 
of nastiness has been scaled back; the 
computer is still able to cheat, and will, 
but you probably won't notice it unless 
you know what to look for. One thing | 
have noticed is that, no matter what level 
of difficulty you’re playing on, if you resort 
to cheating, the computer will, too. 
Civilization II is, like the original, 
extremely addictive. This game could be 


detrimental to the health of any ongoing 
relationship you have in your life, though, 
as there is a large temptation to the “just 
one more turn” philosophy of play. Sure, 
you can tell yourself that you’re going to 
quit after just five more minutes, but 
there you'll sit, plugging away for another 
two or three hours. The time commitment 
needed to play Civilization II is very high; | 
have as yet to get through even a single 
moderately sized game (although I’m 
close on several). The problem is that 
you'll think of something that you wanted 
to try in the game; if you’re anywhere 
near the end, you'll have to restart the 
game in order to check it out. This is how 
I've wasted the amount of time on this 
game that | already have. 

There are a couple of glaring prob- 
lems with Civilization Il. First off, though 
the manual is excellent, the designers 
went out of their way to make the help 
section a little too cryptic and disorga- 
nized. Also, when you want to build a 
trade route, you cannot scroll around the 
map to see just which route would bring 
the highest profit. Instead, you have to 


CGR: Civilization has a new engine. 
CGR: How do you like working in Windows? 


rely on your memory (or a handy piece of 
notepaper) in order to figure that aspect 
of the game out. 

The graphics have been given a nice 
going over; it would be foolish to release 
Civilization Il with the graphics of 
Civilization, which were good for the time, 
but no longer. Gone is the top-down view 
that you had in the original, to be 


replaced with a three-quarter perspective. 


The old 320x200 VGA look has been 
upgraded to SVGA, although the design- 
ers didn't bother with animations, as such 
frills would have eaten up too much 
processor time. 


Builder 


CGR: Why the cheat menu? 


CGR: Any Easter Eggs that you want to turn 
the readers on to? 


CGR: Anything that you wanted to put into 


® Still crazy after all these years: some 
features that Civilization players will 
remember. 


New units have been added, and the 
research tree has been extended out. You 
now have the option of taking an AEGIS 
Cruiser out for a spin, as well as 
Crusaders, Engineers (better versions of 
the Settlers), Fanatics (who have no unit 
upkeep), and Marines (for those times 
when you need a few good men). Other 
new troop types include (but aren't limit- 
ed to) Howitzers, Paratroopers, Cruise 


“the Al 
no longer resorts 
to overt cheating, 

except on the 

Deity difficulty 
level, where 
the cheating 
is blatant.” 


Missiles, and the Stealth Bomber and 
Stealth Fighter aircraft. The research tree 
has had almost as many additions as the 
unit types. Amphibious Warfare and 
Guerilla Warfare are two of my favorites, 
as they allow you to utilize both Marines 
and Partisans (who could just as easily 
have been called guerillas, in my book). 
Other nifty research items are 
Refrigeration, Fundamentalism, and 
Miniaturization, which let you, respective- 
ly, build the Supermarket (which increas- 
es food production in squares surround- 
ing a city by 50 percent), use Fanatics, 


® Get to know your advisors. Their 
advice is usually right on target, 
although they do occasionally miss. 


II UO1}eZL]LAL) 


966) ‘ouNr MalAay awed Jayndwo) 


and build Offshore Platforms and develop 
the Computer advance. 

There are also many new city 
improvements, as well as a few new 
Wonders of the World that you can build. 
Two of the more useful improvements are 
the Harbor, which increases the food out- 
put of any ocean square bordering a city, 
and Capitalization, which converts a city’s 
Shield output to Tax output. Capitalization 
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S it’s the same, only different: The new three-quarter perspective replaces the top- 
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is particularly useful for cities that are 
well behind your lines and under guard. 
In terms of new Wonders, they include 
Adam Smith’s Trading Company, which 
pays any and all maintenance costs for 


city improvements with an upkeep cost of 


Publisher: Spectrum HoloByte 
Developer: MicroProse 


Spectrum HoloByte, Inc. is a leading developer and 
publisher of interactive entertainment software for 
use on CD-ROM-based personal computer systems. 
The company is also developing software for next- 
generation console machines. Spectrum HoloByte 
excels in technologies such as 3-D simulations, artifi- 
cial intelligence and networked gameplay. Over the 
last decade, Spectrum HoloByte has published more 
than 160 software titles for the PC and 


game consoles, with a total sales sur- 

passing 6 million units. Twenty-two 

of these titles have sold more than 
100,000 units each. 


down perspective, and the Wonders get their own FMV segments. 


one; Leonardo’s Workshop, 
which automatically upgrades all 
your units when an improvement 
in technology calls for a replace- 
ment unit type; and Marco Polo’s 
Embassy, which automatically 
establishes an embassy with 
every enemy civilization in the 
entire game. 

One of the best improve- 
ments in Civilization II is the 
combat system. A lot of people 
complained (I was one of them) 
about the original's way too sim- 
plistic combat system. In the 
original, if you got into a battle 
and won, your unit walked away without 
a scratch, while the enemy unit was 
utterly decimated. This was frustrating in 
many cases, and led to some severe 
imbalances in gameplay. Civilization Il 
takes into account hit points and firepow- 
er, as well as position. This seems a lot 
fairer, and your unit retains its damage 
until it can rest long enough to repair 
itself. Obviously, a unit is able to repair 
damage much quicker if it’s within the 
confines of a city. 

Something that completely surprised 
me as a diehard Civilization fan was the 
amount of upheaval that was caused in 
Civilization Il in changing the form of gov- 
ernment. In the original, you could go 
directly from the lowest order of govern- 
ment to the highest with little or no 
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Visuals @ Civilization Il is well on its _ this game was 
Audi ©. a a ne piri _ able to acclimate self to the control interface and learn the game objectives within a 
Manel & Year a matter of minutes. Once educated, things were pretty easy to manage and monitor. 


Scott Bie 
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“MicroProse delivers 
another bundle of joy. 


“While | really found 
myself addicted to the 


penalty. Civilization Il practically forces 
you through each form of government so 
that, not only do your citizens adapt more 
easily each time you change, but the 
transitions are more realistic. Going 
directly from a monarchy to a democracy 
is a big leap, and no civilization would be 
able to pull it off very well. 

Civilization Il is not without its bad 
points. However, they are easily over- 
looked in favor of the game’s depth and 
scope of play and addictiveness. I’ve 
already lost god knows how many hours 
to this title, and I’m looking forward to 
many, many more. CGR 

-Ted Chapman 


http://www , W.microprose.com ’ 


rm probably int: the best person to 4 Gaineeeilt when it comes to turn-based 


_ strategy games, and especially in this case since I never played the original Civilization. 
_ Because of this, | cannot draw a direct comparison and identify any improvements or 
other revisions. However, as a newcomer to Civilization ll, | can probably represent with 


some accuracy the vast majority of gamers who have also never played the original 
Civilization and may come across this sequel. First on my agenda while evaluating 
ow any online tutorial. By loading up a saved tutorial game, | was. 


5 Civilization | His organized in such a way that you can essentially customize the screen 


layout to your liking, optimizing the game to your own playing style so that the controls 


will conform to you rather than you having to conform to the controls. As far as content 
is concerned, Civilization iT packs i in just about every historical civilization and techno- 


= logical advancement created over the centuries so that you can experience the different 
eras with some degree of historical ; accuracy while making the decisions that will deter- 
: _ mine the outcome of ind chosen empire. On bs technical side of a I can’t pe 


. @ first Civ, | am going to be 
Visuals in need of treatment for : 

Audio @ the sequel.” ous sides and objects looked archaic and pixilated. But it’s to my ie ae that 
Manual @ dedicated turn-based, strategy-game fans aren't entirely concerned about graphics any- 


_ Way, so ‘it's more important that the game is entertaining and challenging to play, which 
__ in this case, it is. | will also make mention of Civilization I's rich CD-quality background | 


Developer: MicroProse Phone: (410) 771-0440 
Requirements: 486DX/33, 8MB RAM, 2x CDD; SVGA, 
Windows 3.1 or 95 Recommended: 486DX/66 
Controller: Mouse Players: One 

Street Price: $49.99 


sound that enhances the overall mood of the game, which also made me feel at ease 

with determining the not-so-successful outcome of my sim-civilization. Ergo sum, expe- 
_ rienced Civilization fans, and even newcomers such as myself, should have atryatthis — 
: top-quality, turn-based aarenouy game. -FRANK 


GOLF REAL! 


“Of the dozens of computer golf games we’ve played, the ‘Greg Norman 
Ultimate Challenge’ Golf CD is by far the most realistic.” 
~GOLF MAGAZINE, March ‘96 
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Coming in May, 1996 


reg Norman Ultimate Challenge® Golf uses your own 

swing profiles and course management strategies to create 
the most realistic golf game ever. Improved graphics, sounds, and 
animation now make Greg Norman Ultimate Challenge Golf even 
better. There is even a new BONUS Fantasy Course with 18 
additional holes of the most challenging golf imaginable. To Golf 
Real, See your local retailer or call 1-800-336-3686 
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GROLIER INTERACTIVE 
http://www.grolier.com 


- your own playing strengths 
at the start of the game, or... 


| ...use the Swing Meter for 
| traditional “arcade” style 
of play. 


STARRING MICHAEL DORN > 


MISSION 


Salvage’ of rid Explore a Full-motion .video, 
crippled starship, encounter and survive _ vast alien civilization, aligr’'a wormhole,. seamless, smooth-scrolling 3D, and 
dramatic battles in deep space. and decide the fate of mankind. layered sound effects with music. 


Get your copy of Mission Critical at these fine retailers: 


Babbages BestBuy Computer City CompUSA Egghead Electronics Boutique Fry's Electronics Media Play Software Etc. 


GAME OF THE YEAR 


- - JERRY PPOURNELLE, BYTE MAGAZINE, 1996 | 


“QUTSTANDING AND SUSPENSEFULI... 
--_ ‘BEAUTIFUL VISUALS AND 
THOUGHT-PROVOKING PLOT.” 


— PC GAMER, 1996 


“A MUST-HAVE FOR 
STAR TREK FANS!” 


- STRATEGY PLUS, 1996 


“ENGROSSING.” 


~ USA TODAY, 1996 


“IF YOu MISS THIS GAME, 
Y¥.OU WILL MISS ONE OF THE BEST 
ADVENTURES OF THIS DECADE.” 


‘ COMPUTER GAME REVIEW, 1996 


: _ THE. ULTIMATE GAME 
‘OF.SURVIVAL 
-WNLEGEND” | 


ENTERTAINMENT COMPANY 


Distributed by RandomSoft 
age division of Random ee (ies 


TWAIA SNS SO FEO D TLAUIVILTS TIS 


on 


Strategy Guide Available from Prima Books. 3 CD-ROMs 
Also play Shannara from Legend Runs under MS-DOS* 
or Windows®95 


© 1996 Legend Entertainment Company. All rights reserved. Mission Critical is a trademark of Legend Entertainment Company 
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dvanced Tactical Fighters 
is an interesting combi- 
nation of a flight simula- 
tion and a trip to the 
library. Jane’s has filled 


a tanks with the neces- 


sary fuel for an exciting 
interactive adventure into the wild blue 
yonder, and Electronic Arts has kicked in 
the afterburners. 

The game plays a lot like U.S. Navy 
Fighters—it has almost the same type of 
interface, control scheme and flight 
engine, but it has a lot more to offer than 
its predecessor. For one thing, the over- 
whelming amount of information that ATF 
has will absolutely thrill the mainstream 
flight-sim enthusiast. There are multiple 
screens of detailed information on each of 
the seven advanced jets that are an inte- 
gral part of the game. Among the aircraft 
featured are: the B-2 bomber, Grumman’s 
X-29, Rockwell's XF-31EFM, the F117A 
Night Hawk, Dassault’s Rafale C, F-22, and 
the X-32 ASTOVL—along with 30 other air- 
craft that show up in the game as either 
enemies, friendly wingmen or simply for 
background information and general inter- 
est. Every piece of information that players 
might want about a particular aircraft is 
available at the touch of a button. Whether 
it's the fuselage construction, engine 
design, weapons specifications, or just a 
nice flight performance video, Jane’s has 
it. | found myself spending an inordinate 
amount of time checking out all the tech- 


Counter 


Blue Yonder 


Jane’s Earthbound library has taken 
flight on the power of EA’s flight engine 


nical information that was available and 
seeing and interacting with all of the dif- 
ferent information screens. It is a very 
educational section of the game, and each 
of the in-flight videos are cinematic quali- 
ty, with sharp images and detailed narra- 
tion. The covered topics include informa- 
tion about: the craft’s performance, 
design, maneuverability, history and tech- 
nical specifications. 

Once players have had their fill of the 


@The F117A from Lockheed’s famous 
Skunkworks is one of the world’s most radar 
invisible multi-role aircraft. This version was 
used extensively in the Gulf War. 


classroom, they can advance to the 
Mission Briefing Screen where the plan- 
ning will take place. The selection of mis- 
sions in ATF is vast and completely cus- 
tomizable so that a myriad of different 
missions may be designed. 

| found both the units and the maps to 
be easily manipulated to suit the exact 
mission that | had in mind, and the overall 
control scheme of designing a mission, to 
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®The mission map is fully customizable 
so that players can set up missions to be 
as easy or as difficult as desired. This 
screen shows multiple mission waypoints, 
each possessing a different, yet critical 
target area. 


be quick and easy. 

When players want to get into the cock- 
pit, it’s stone simple. For the initiate pilot 
there is a detailed tutorial that will take 
players through all of the necessary ele- 
ments of flight. Flight sim masters will also 
be happy that there are Pro missions that 
can be modified. These missions contain 
many more choices for the player, like the 
ability to control what the ground units 
will target, the thickness of AAA and SAM 
coverage, radar range, etc. 

When | finally got into the cockpit, after 


. LOAD ORDNANCE 


tweaking all of the controls to suit my 
desires, | was not disappointed. The 
graphics—although not the best that | 
have seen in the last few months—are 
quite detailed. 

Difficulty levels and enemy Al are 
tough things to get right in a flight sim. 
Sometimes the novice level is tougher 
than the advanced level and so forth; 
this is not the case with ATF. The easy 
pilots are just about as challenging as 
fish in a barrel, while the Elite opponents 
will take out all but the best VR pilots in 
no time flat. 

ATF also features network play for up 
to eight players on a single network, or 
two players via modem. Friends will soon 
become adversaries as each vies to 
become the hottest fighter jock in the 


Up in the Air 
with ATF’S Andre Gagnon 


Andre: Well, we wanted to do a jet simulator that was going to be a sequel to Navy Fighters, 
and we decided to do modern jets because we could do some things that hadn't been done 
before in terms of the maneuverability of the aircraft. We really enjoy using the thrust vec- 
toring, and another thing we really wanted to do in this game was the stealth characteristics 
of the F-22, the F117 and the B-2...we figured that customers of flight simulators tend to like 
cutting-edge stuff, so we got the most modern planes that we could get and built a design 
around that. 


Andre: Yeah...More bombers, really going whole hog with the B-1 or the F-111 or something 
like that. But we've got the best bombers there are in there now, the F-117 and the B-2. We 

pretty much covered all the fighters that we wanted to but there are always others out there 
that we could do expansion disks for and stuff like that. 


Andre: Ah, yes it is. We took it and we enhanced it a lot, we added new types of explosions 
and new shapes... 


Andre: Well when we got the information from our person who got the movies and wrote the 
copy, he had spoken with a lot of the manufacturers so we got a lot of technical specifica- 
tions and we did a lot of reading about each aircraft, so we didn’t work personally with any 
of the designers...but we did do a lot of research on our own. 


Andre: Yes, we're probably going to be doing an expansion disk with more modern aircraft. 


Andre: | don’t know if 1 can say right now...probably more modern European aircraft. 


Andre: Yeah, exactly. You’re hot on the trail. 


Andre: ...it seems like the new manufacturers are all making sure they’re compatible with 
those, so as long as they’re compatible with those, we’ll be okay...If some new killer joystick 
comes out then we'll support it. 


Andre: ...1 just wanted to recommend [in closing] play multiplayer if you can because it’s a 
lot of fun. 


@A stunning variety of weaponry is available 
to the pilot willing to pay the freight. 
Everything from FAEs to rocket pods are 
available. Smart missiles with laser guidance 
systems are available also. 


crowd. In the network gaming, the 30 or 
so aircraft that were available only as 
computer opponents/friendlies, all become 
available for network play. 
| can strongly recommend ATF to those 

who liked U.S. Navy Fighters, and those 
who enjoy taking an informative journey 
through the military aviation archives on 
their way to the cockpit. CGR 

-Scott Gehrs. 


FOR MORE INFORMATION 


http://www.ea.com 


Publisher: Electronic Arts 
Developer: Electronic Arts 


Electronic Arts is a leading interactive entertainment 
software company. Founded in 1982, EA has an 
annual sales rate of over $520 million. The company 
develops, publishes and distributes software world- 
wide for personal computers and advanced entertain- 
ment systems such as the PlayStation and Sega 
Saturn. Electronic Arts markets its products world- 
wide under five brand names: EA Sports, Electronic 
Arts Studio, Origin Systems, Inc., 

- Bullfrog Productions Ltd. and 

y Ss S. Jane's Combat Simulations. 


Originality 
Playability 
Visuals 
Audio 
Manual 


Originality 
Playability ad 
Visuals e 
Audio @ 
Manual o) 


Originality @ 
Playability @ 
Visuals at 
Audio @ 
Manual h 


Phone: (415) 571-7171 Requirements: 486/66 Mhz, 
8MB RAM, 2x CD-ROM, SVGA Recommended: P90, 
16MB RAM Controller: Joystick, Keyboard Players: 1 
to 8 (network) Street Price: $54.95 


d1V 5,0uel 


966) ‘ounf MalAay awey 1ajndwo) 


Reviews 


Computer Game Review June, 1996 


The War College 


he War College is an excellent 
piece of military strategy soft- 
ware. There are four historical 
battles: Pharsalus—The Roman 

Civil War, Austerlitz—possibly 
Napoleon's most famous victory, 
Antietam—the bloodiest single day of the 
American Civil War, and Tannenburg— 
which saw the vastly outnumbered 
German Army crush the overwhelming 
Russian juggernaut. 


® Overviews of the historical battlefield will assist 
players in making different, and possibly better, 
choices before comitting troops to an engagement. 


What the simulation lacks in the area of 
scenario variety, it makes up for in its 
scope of information and depth of detail. 
The game plays like a simulation that one 
might find at any military academy—hard 
core, no frills strategy. Players can pick a 
battle of interest and then choose which 


side to play. At any time during the simula- 
tion, huge reams of historical data about 
the battle and its component parts can be 
accessed using an interactive hyper-link 
interface. 

TWC offers an impressive amount of 
flexibility within the scenarios. Everything 
from the main historical thrust and parry of 
the political situation leading up to the 
conflict right down to the order of battle 
for a particular brigade can be reviewed or 
modified. 

Being a strategy enthusiast and a mili- 
tary history buff, | found the dearth of 
detail added much to my enjoyment of the 
game. Once the battle had commenced, | 
had complete control over my forces—from 
morale adjustments to the marching for- 
mations and brigade battle orders. 

The historically accurate maps can be 
rotated 360 degrees and strategic informa- 
tion such as brigade names, morale status, 
troop strength and battle effectiveness can 
be toggled on and off to suit the user's 
needs. One caveat: While the 3-D rendered 
terrain maps are well done in regards to 
their historical accuracy, both the maps 
and the unit representations may disap- 
point the player in search of a more aes- 
thetic battlefield picture. 

Along with bare-bones battlefield troop 
representations, the gameplay is much like 


a fine martini: excellent for some tastes, 
dry for others. That is to say that the game 
is likely to be exceedingly tedious for many 
players not truly into historical strategy 
sims. However, it is not a game that is nec- 
cessarily difficult to get into. The simulation 
has a refreshingly simple interface—point 
and click—which allows the player to dive 
right into the action. 

In the area of the game’s sound, | found 
no flaws. The battlefield sounds add their 
unique flavor to the game and the original 
musical score (designed specifically for the 
game) makes the somewhat dry history 
and slow strategic development more 
palatable for the mainstream gamer. 

Another element that may broaden The 
War College’s mainstream appeal is that it 
has network and modem play options. This 
feature will definitely expand its mass 
appeal as players will be able to face off 
against each other in cyberspace. 

While | cannot say that The War College 
is a title that everyone will like, | can say 
that for the serious war strategist or stu- 
dent of military history, The War College is 
the place to study. CGR 

-Scott Gehrs 
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Publisher: GameTek Phone: (408) 983-0350 Developer: Intergalactic Development, Inc. 
Requirements: 486DX/33MHz or better, DOS 5.0, 8MB RAM, 2xCD-ROM drive, SVGA Video Card 


Controller: Mouse Players: 1-2 Price: $40.00 
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hat caped crusader and boy 
wonder have made their way 
onto your PC with Batman™ 
Forever from Acclaim. In this 
duo-player arcade combat game, 

you will be able to fight as either Batman 
or Robin, and will be equipped with an 
arsenal of ingenious gadgets and over 125 
different attacks. You will face hordes of 
menacing criminals while you fight your 
way to The Riddler and Two-Face to 
restore the peace of Gotham City. There 
are two different modes of play; a Normal 
Game Mode in which you will progress 
through many different levels, and a 
Training Mode which allows you to perfect 
your fighting skills on computer-generated 
holographic opponents before confronting 
the real villains out on the streets. Both 
game modes support two player combat in 
either cooperative or competitive play. Fully 
digitized characters, 3-D rendered graph- 
ics and over 80 detailed backgrounds pro- 
vide a visually stunning, high-action gam- 
ing experience. 

Unfortunately, the actual experience of 
playing Batman™ Forever isn’t much better 
than that of watching the movie. Aside 


Batman” Forever 


‘ade 
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®If only Batman™ Forever included those 
colorful “action-captions” from the 
original TV series during combat... 


from its pixilated VGA graphics and its 
annoying Casio-quality background music, 
Batman™ Forever depends upon disruptive 
screen transitions (rather than typical 
arcade scrolling screens) throughout the 
game which will take 10 seconds or more, 
depending on your computer hardware. 


There is also no save-game function avail- 
able, so once you run out of lives, there is 
no way to continue. The various enemies 
appear to lack any kind of Al and basically 
just hack away at you repeatedly until you 
die. Finding the route to the next level also 
took some patience since the background 
scenery basically engulfs the hot spots 
(i.e., finding the ceiling panels with the 
grappling hook took a while). Ultimately, 
Batman™ Forever is by every definition a 
combat arcade game, and not a terrible 
one at that. But with the onset of PSX and 
other console game port-overs, this partic- 
ular one will have a hard time keeping an 
audience in the PC market. CGR 

-Frank Snyder 
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Publisher: Acclaim Entertainment Phone: (516) 656-2264 Developer: Acclaim Entertainment 
Requirements: 486DX/33MHz or better, 8MB RAM, 2x CD-ROM drive, VGA Video Card 
Controller: Joystick or Keyboard Players: 1 or 2 Price: $42.99 


Star Trek: Deep Space 9—Harbinger 


f you are a Trekkie in some capaci- 
ty, you'll like Star Trek: Deep 
Space Nine—Harbinger. | say that 
because | am a hard core Trekkie, 
and even though the game has a 
few problems, it is still quite good. The story 
begins with the crash-landing of Delegate 
Bannik—the character whose identity the 
player will assume—on the DSS9 station. 
After tending to an emergency with Odo, 
the chief security officer, Bannik is charged 


® There are strange puzzles to solve; some of them 
are easy and some are quite difficult. 


with helping to unravel the mystery of why 
he was attacked and who is behind it. 

The gameplay is similar to that of Star 
Trek: The Next Generation “A Final Unity” in 
that the action revolves around an initial 
mystery that must be solved by the player 
through exploration, fact gathering, puzzles 
and action sequences. Some of the puzzles 
are very intuitive, such as the first puzzle in 
which players must find a way to vent the 
dangerously high plasma levels in the shut- 
tle and bring the ship’s systems back on- 


scope and need to be deduced by facts 
gathered throughout the journey. There are 
also several arcade sequences in which the 
player must use the mouse as a targeting 
reticle to aim and shoot. These arcade 
sequences are graphically interesting and 
serve to advance the story line in a logical 
fashion without detracting from the plot. For 
those players who are concerned about the 
arcade sections preventing them from pro- 
gressing successfully through the game, 
fear not. The difficulty 
settings in the game 
apply only to the arcade 
sequences. One of the 
elements that many play- 
ers will have trouble with 
is the interface. Being 
one of the game's few 
major problems, the 
interface quickly frustrat- 
ed me and | spent an 
inordinate amount of 
time figuring it out. The 
controls for moving 
around the station con- 
sist of semicircular directional arrows which, 
until you get used to them, will not only 
confuse but frustrate as well. The graphics 
on the other hand are extremely sharp, and 
the morphing technology used for Odo’s 
shape shifting is well done. The only prob- 
lem that | found was that, when shifting 


®Some characters in Star Trek: Deep Space 
9—Harbinger are allies on the surface yet 
may turn out to be a Judas under the mask. 


views from one direction to another, the 
screen does shudder a bit. 

The sound effects are also a point not to 
be overlooked. The hum of the DS9 station 
is continually operating in the background, 
the arcade sequences have lots of different 
overlaid sound effects that are mixed so as 
to sound like surround sound and the voic- 
es of the characters, performed by the 
series’ actors, are nicely done digital record- 
ings. Overall, the game is a quality adven- 
ture that will entertain for many hours. 

Star Trek fans will undoubtedly enjoy the 
journey €GR_. far off world. 
—Scott Gehrs 


FOR MORE INFORMATION 


http://www.viacomnewmedia.com/ 
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Publisher: Viacom Newmedia Phone: (212) 258-6594 Developer: Stormfront Studios 
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Requirements: 486DX/66MHz or better, DOS 5.0, 8MB RAM, 2xCD-ROM, VESA SVGA Video Card 


line. Other puzzles are of a. much broader Controller: Mouse Players: One Price: $44.99 
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Seek and Destroy 


eek and Destroy is a game that will thrill those players who were 
really into the arcade scene back in the eighties, and still have 
not yet been spoiled by the graphics of the ‘90s. Although the 
game does not feature state-of-the-art graphics by any means, it 
does have fast action and gameplay that will have you on the edge of 
your seat. Players who are in need of a more detailed game screen will not 
be too happy with the VGA graphics that Seek and Destroy has to offer. The 
story line behind the game is simple: Find the South American enemies who 
are threatening to jeopardize world peace, blow them up and get your 
POWs back. While this is easy to say, Seek and Destroy can be a difficult 
game to get through. After successfully completing a mission however, the 
player will be rewarded with a cinematic cut-scene for their efforts. 
While the game does not feature excellent graphics, it is quite a lot of fun 
to play. The sound of blasting the enemy is nice and loud, and the explosions @In Seek and Destroy, each mission may have 
are also fairly big. It's an arcade-style shooter, not much more. If you like this different objectives like saving POWs from a prison 


type of game, then for $20, it might well be worth it. CGR or destroying an important structure like a fuel 
-~Scott Gehrs depot or armory. Watch out for those defenses! 


TO DOWNLOAD DEMO 


http://www.epicgames.com/seek.htm#download 


966) ‘ouNnfr MaiAay awed Jajndwo) 
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Publisher: Epic Megagames Phone: (800) 972-7434 Developer: Safari Software 
Requirements: 486DX/33MHz or better, DOS 5.0, 4MB RAM, 2xCD-ROM drive, VGA Video Card 
Controller: Keyboard, Mouse and Gamepad Players: One Price: $20.00 (Direct purchase) 
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Cyberia?: 


yberia2: Resurrection picks up 
where the original Cyberia left 
off, with ZAK and the merged 


Cyberion crash landed deep with- 
in the Rocky Mountains. Having been 


salvaged by a research team lead by the 
evil scientist Dr. John Corbin, ZAK and the 
Cyberion weapon were then flown to the 
evil doctor’s top secret research lab where 
scientists extracted the Cyberia substance 
and placed ZAK into a cryonic freeze. With 
this newly acquired Cyberia substance, Dr, 
Corbin has developed a new doomsday 
weapon capable of mass destruction that 
will be used to exterminate various loca- 
tions thought to be “infected” by the 
rebels. After spending three years in a 
deep cryo-sleep, ZAK is rudely awakened 
by a beautiful woman who immediately 
begins ordering him around and thrusts 
him into combat against the FWA forces. 
Unbeknownst to him, ZAK’s tissue 
underwent drastic mutations following the 
fusion with the Cyberia weapon, and dur- 
ing his cryonic sleep, Dr. Corbin took sam- 
ples of ZAK’s mutated tissue to derive his 
nano-weapon of mass destruction. 
However, unknown to Dr. Corbin, ZAK’s 
blood also contains the antidote to his bio- 
logical weapon and the rebels will stop at 
nothing to return ZAK to the research 
mines so that they may develop the anti- 
dote before Corbin’s weapon is unleashed. 
Thus, the race to rescue ZAK and the 


ZAK’s mysteriously-bald head sticks out like a sore 
thumb. He better keep out of sight if he can. 


ES 
thet, 


HF-900 Hooverfighters sit unattended within the 
lonely docking bays of the FWA Headquartes. 


Resurrection 


The RK-2150 APV evades fire from the pursuing Hoverfighter. 


rebels begins, and the non-stop, Cyberia- 
action returns in full-force. 

If you've played the original Cyberia, 
you'll soon discover that the differences 
between the original and Cyberia?: 
Resurrection are about as profound as the 
differences between Rebel Assault II and 
its predecessor. The graphics and video 
quality appear to have been improved, 
boasting superior animation performance 
and greater detail, as well as enhanced 
sound. However, aside from the updated 
graphics, the basis of gameplay remains 
very much the same, utilizing that familiar 
point-and-shoot, rail-runner interface. 
There are about three different variations 
of this point-and-shoot interface within the 
game, one resembling a Doom-clone with 
an over-the-shoulder perspective in which 
you must follow a predetermined path to 
the next phase of the game. There are also 
a few elementary logic puzzles to solve 
here and there, as well as a few infomer- 
cial-type sequences that you must watch 
in order to progress throughout the game. 
| personally am not an avid fan of these 
minimally interactive shooter arcade games 
since they're basically just an exercise of 
eye-mouse coordination and there is hard- 
ly any replayability value left in this type of 
game once they've been played to the end. 
| was also somewhat annoyed with the 
worthless, B-movie dialogue between ZAK 
and Lady Vampyra that continued 
throughout the game. And to finish up my 
list of complaints, several of the various 
game sequences were poorly explained as 
to what it was | was supposed to do in 
order to complete them (e.g., the guarded 
hallways of the FWA Headquarters and the 


tracks of the FWA VR terminal). However, | 
will recognize the production quality and 
technological advancements of this game 
to say that Cyberia?: Resurrection’s overall 
representation is worthy of attention. It’s 
also safe to assume that if you’ve played 
the original Cyberia or either Rebel Assault 
games and enjoyed them, you're expecta- 
tions will be met, if not surpassed with this 


game. CGR 
-Frank Snyder 


FOR MORE INFORMATION 


http://www.xatrix.com/ 
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Publisher: Virgin Interactive Phone: (714) 833-8710 Developer: Xatrix Entertainment, Inc. 
Requirements: 486DX/50Mtz or better, DOS 5.0 (Win95 compatible), 8MB RAM, 2xCD-ROM, VGA 
Controller: Joystick or Mouse Players: One Price: $49.99 
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ot thirty minutes? 
Go on an adven- 
ture. This is the 
premise behind 
Indiana Jones and His 
Desktop Adventures, new 
from LucasArts. The game 
consists of a variety of 
maps laid out in puzzle 
fashion; within each map 
there may be further puz- 
zles to solve. The engine 
will select a variety of map 
pieces, build an overall 
map out of them (the size 
of the overall map depends 
on you) and build an 
adventure. I’ve played through the game 
a number of times and have as yet to 
come across the same puzzle. The map 
pieces, however, become somewhat com- 
monplace after a short period of time. 
There is always one particular map tile 
that will have the solution to your adven- 
ture, and you will have to solve the lesser 
puzzles to solve the big puzzle at the end. 
This is an interesting concept with an 
immense amount of replayability built in. 
The real question, though, is exactly how 
often you'll want to replay it. Most of the 
map tiles involve getting past various 
enemies: Nazis, snakes, spiders, banditos, 
etc. This is not a lot of fun, since the vari- 
ous non-weapon enemies (the bugs and 
snakes) can attack you from any angle, 
while you can only attack at right angles. 
This makes for a bit of a challenge, no? 


Indiana Jones and 


®Not exactly a graphics tour-de-force, Indiana Jones and 
His Desktop Adventures nevertheless offers a good deal of 
entertainment for the money you’ll pay. 


Most of the puzzles are of the “find me X 
and I'll give you Y” type, which just get 
kind of old after awhile. Further compli- 
cating things in terms of enjoyability is 
the music, which comes on way too loud 
in comparison to the sound, plays only a 
few blaring notes from the Indiana Jones 
theme song then cuts out, not to be 
heard again until you solve another 
puzzle. 

On the plus side of things, though, the 
adventures are short enough that you can 
get through one in the amount of time 
you'd take for lunch. This brings up the 


His Desktop Adventures 


issue of market; I’m assuming LucasArts 
is pandering to the office-bound crowd, 
since this is not the type of game you'll 

want to load up again and again in one 

sitting. Can it be? Has LucasArts finally 

abandoned gamers? Nah. The money’s 

too good. But there’s money to be made 
from the office types, too. 

Technically, Indiana Jones and His 
Desktop Adventures is pretty slouchy. 
Besides the aforementioned musical 
interludes (or lack thereof), there’s also 
the question of graphics. This game is on 
a technical par with such other mind- 
blowing graphics titles as The Legend of 
Zelda and Final Fantasy. Nothing spec- 
tacular here. 

All told, Indiana Jones and His 
Desktop Adventures is a decent romp 
for a few rounds, but it'll soon get old. | 
played it through about ten times before 
| left it alone. Even fans of the Indiana 
Jones movies will probably not play it 
much. But it takes up hardly any room 
on your hard drive, and you can load it 
up anytime you want for years to come. 
And for this kind of price, who’s 
complaining? CGR 

-Ted Chapman 
FOR MORE INFORMATION 


http://www.lucasarts.com/static/id/ 
idmenu.htm 
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Publisher: LucasArts Phone: (415) 472-3400 Developer: LucasArts 
Requirements: 486DX/33MHz or better, Windows 3.1, 8MB RAM, SVGA 


Controller: Mouse/Keyboard Players: One Price: $15.00 
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ort Boyard: The Challenge is an 
exercise in frustration. If only 
they'd built in a decent interface, 
this game would be a contender. 
The puzzles are very good, even if they lack 
originality, and the graphics are very nice to 
look at, although they made our P-133 with 
16MB of RAM choke every now and then. 
Apparently the game was created 
around the concept of a TV show called 
Fort Boyard, although it’s one I’ve neither 
seen or heard about. The basic idea behind 
FB:TC is that you must solve a series of 
challenges in order to obtain keys and 
clues pertaining to the whereabouts of a 
treasure hidden deep within an old military 
fort. Once you have the necessary keys to 
enter the treasure room, you then need to 
decipher the clues in order to enter the cor- 
rect keyword that will unlock the gates 
standing between you and the treasure. 
The challenges include climbing a wall 
using strategically placed handholds to 
reach the top (reminded me of the old 
arcade game Crazy Climber), a Labyrinth- 
like rolling ball maze, an odd “bungie jump 
to freedom” where the player must calcu- 
late the proper amount of force that will 
propel him within reach of the key he 
needs and others. All of these challenges 


® The Alchemist’s Puzzle is funny uninten- 
tionally, but extremely challenging. 


have time limits, so it behooves you to get 
moving as soon as you enter a puzzle room. 
The graphics are of the full-motion 
video type for the cut scenes, while the 
challenges have been filmed and then digi- 
tized. All the members of your challenge 
team (teams are made of six members with 
varying degrees of types of abilities, such as 


Fort Boyard: The Challenge 


agility, strength, etc.) have been filmed in 
motion with the puzzles; these images are 
then digitized and the interface is laid in to 
control them. | have to admit, the graphics 
are pretty nice. 

The biggest problem with Fort Boyard: 
The Challenge is the interface. All move- 
ment depends upon skillful use of the 
mouse. This works very well for about two 
of the puzzles, okay for about two more and 
really poorly for all the rest. This is frustrat- 
ing in the extreme and is the sole reason 
for the low score. I’m sorry, but if you're try- 
ing to reach the gaming public, give them 
the option to use whatever input device 
they want. | personally would have pre- 
ferred a combination of keyboard and 
mouse movements. The only game | can 
recall that had a worse interface was Ultima 
Vill, which was a great example of assum- 
ing that you know more about people than 
you do about your game. €GR 

-Ted Chapman 
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Publisher: Microids Phone: (415) 928-2056 Developer: Expand Images 
Requirements: 486DX/66MHz or better, DOS 5.0+ , 8MB RAM, 2xCD-ROM drive, SVGA 
Controller: Mouse Players: 1 to 6 Price: $49.00 
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ere Christopher Columbus here 
today he would undoubtedly be 
bugging Queen Isabella to hock 
her jewels in order to buy a copy of 
Conquest of the New World. Interplay has 
created an excellent strategy simulation for 
the PC whose theme is, of course, the con- 
quest and colonization of America. 

In Conquest of the New World, players 
take on the role of an explorer who is 
charged with the overwhelming task of set- 
tling the new continent before any other 
player can gain a strong foothold there. 
Among a player’s early tasks are building 
colonies, opening trade routes and trying to 
fight off the random attacks by other players 
and/or raiding Indian parties. Players can 
choose to explore under the flag of France, 
England, Spain, Holland or Portugal as they 
establish colonies and send out explorers to 
broaden their respective territories. 

A simple point-and-click interface allows 
players easy access to their units and to 


@Territorial disputes can be resolved with tact, the 
quick use of the sword or a musket. 


Conquest 


New World 


game information via pop-up menus that 
can be toggled on or off with the mouse or 
keyboard hot keys. 

Gameplay is much like that of Civilization 
in that players have to establish a foothold 
on a territory with only a handful of units, 
resources and a limited initial production 
capacity. Players can adjust the game so 
that the computer automatically controls 
elements such as resource management, or 
if desired, micro-manage every detail them- 


selves to be fully in control. After successful- 


ly founding a colony, players can begin trad- 
ing alliances with other nations, exploration 
of the surrounding territories and expansion 
of the realm. 

| found the gameplay to be interesting and 
a refreshing twist on the traditional strate- 
gy/resource management game. The fact 
that it is not hex-based is one of the first 
things that come to mind as being an asset. 
The computer calculates how far a piece will 
be able to travel from the information on the 
type of unit, the terrain effects, interference 
from other units and how far the player has 
ordered the unit to go. No longer do players 
have to lose the impact of the action 
because the movement is locked into a 
hexagonal framework. While the tactical 
combat is not free-style, it is such a suffi- 
ciently interesting (and bloody) event that 
many players may not even feel that the bat- 
tlefield grid is an impediment to fast combat 
action. | personally found the gridwork of 


@A close-up view of the fledgling colony 
gives players an inside look at the new world. 


the battlefield to be neither a hinderance 
nor an impressive solution to the close-com- 
bat problem, however | did appreciate the 
highly detailed soldiers’ uniforms and the 
sound effects of battle and death. 

The graphics in the game are impressive. 
Three dimensional rendered terrain maps 
and fully rotational unit representations are 
clear, crisp and colorful. Flags flap in the 
breeze when units are moving, and there are 
nice little touches in the game such as 
smoke that trails out of the colony’s chim- 
neys and lightning that, almost without 
exception, strikes the church steeple. During 
map scrolling, the terrain never jumped, and 
the movement of the units is also clean and 
seamless. 

Among the attributes that Conquest has to 
offer as an added bonus is full network play 
for up to six players over modem lines. 

For players that are into strategy games, 
Conquest of the New World should be one 
of the games on the shelf. CGR 

-Scott Gehrs 


TO PLAY THE ONLINE GAME 
http://conquest.interplay.com/ 
no_movie.html 


CGR Rating 90 Originality B Playability @ Visuals @ Audio @ Manual O 


Publisher: Interplay Phone: (714) 553-6655 Developer: Quicksilver Software 
Requirements: 486DX/66MHz or better, DOS 5.0 or Win95, 8MB RAM, 2xCD-ROM, VESA SVGA Video 
Controller: Mouse Players: 1 to 6 (network play) Price: $49.95 
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Super Stardust 96 


n evil and twisted mutant pen- 
guin genius known as 
Professor Schaumund has 
attempted to kidnap the lovely 
princess Voi Levi and take over 
the entire galaxy. Bombarded by fleets of 
meteor-shaped spaceships, the galaxy 
was faced with certain demise until you 
defeated his entire armada and forced 
the professor to flee into hyperspace. To 
avenge his defeat, the mutant penguin 
professor blew up the Earth, but luckily 
enough, you were stationed at Starbase 
Foak-474 at the time. Once again, its up 
to you to find the professor and put him 
permanently out of commission before 
he does any more damage to the rest of 
the galaxy. 

Super Stardust '96 is the latest 
dedicated arcade-style shooter from 
GamefTek that features five different 
worlds, 30 challenging levels and 10 
monstrous game Bosses. Its 3-D graph- 
ics utilize real-time glow and transparen- 
cy effects that provide a truly breathtak- 


ing gaming experience. 
Super Stardust '96 is 
essentially the original 
Asteroids revisited. The only 
major differences are 
updated graphics, its 
strange story line and its 
title. Otherwise, it utilizes 
that same wraparound 
screen and game concept 
of simply shooting and 
destroying everything that 
gets too close to you before 
it gets too close. Not that 
this concept is a bad one; 
it’s just that in this day and age, the 
practice of recycling of games of the 
past with graphic updates fails to 
impress those who have already been 


@Although its graphics appear fairly 
advanced, its game concept isn’t. 


there and are looking for something 
fresh and exciting. However, fans of the 
original Asteroids will have something to 
look forward to. EGR -Frank Snyder 
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Publisher: GameTek Phone: (415) 289-0220 Developer: Housemarque Games 
Requirements: 386SX/25MHz or better, DOS 5.0 (Win95) 4MB RAM, CD-ROM drive, VGA Video Card 
Controller: Joystick or Keyboard Players: One Price: $39.99 


Gearheads 


ake a trip back to your childhood 

with your favorite wind-up toys 

from the past in Gearheads from 

Philips Media Software. In this 
fast-paced, real-time strategy game, 

players will pit their wind-up toys against 
an opponent in a frantic race to success- 
fully launch as many toys as possible 
across the playing surface while defending 
their side from invading waves of toys. The 
first player to get 21 toys across the battle- 
field wins. There are 12 adorable wind-up 
toys in all, each with their own strengths 
and weaknesses, and each will react dif- 
ferently with one another on the battlefield. 
There’s Krush Kringle, a professional 
wrestling Santa with the strength of eight 
reindeer; Kangaruffian, a marsupial with 
boxing gloves who'll knock the living day- 
lights out of just about any toy; and the 
Walking Timebomb, a toy that needs no 
explanation. There are four different battle- 
fields to choose from, ranging from the 
slippery linoleum kitchen floor to a frozen 
pond to a mysterious toy factory with trap 
doors and teleporters. Power-ups can also 
be obtained sporadically on the battlefield 
for that instantaneous advantage. 
Gearheads also features three challenging 
skill levels for solo play and three different 
play modes including two-player tourna- 
ments and duel games. 

Gearheads is definitely one of the more 
amusing real-time strategy games I've 
played, mainly due to its simplicity appeal 
and outrageous animations. Although you 
can only choose four out of the 12 differ- 
ent wind-up toys for each game, there are 
still an infinite number of strategic possi- 
bilities. I'd strongly recommend familiariz- 
ing yourself with each of the different 


>This particular Clucketta has been electrically fried by the formidable Zap-Bot. 


wind-up toys and their characteristics 
beforehand, otherwise you'll find yourself 
struggling to devise the ideal strategy to 
win the game. For instance, if you manage 
to get the Clucketta close to your oppo- 
nents side of the screen, she'll give birth to 
several small fries that will quickly scurry 
across for a bundle of quick points. 

Even though the graphics are labeled as 
only 256-color VGA, they're richly detailed 


and sharp enough to illustrate the action 
with cartoon-ish realism. Overall, those 
with an abiding appreciation for real-time 
strategy games should experience their 
money's worth of entertainment. CGR 

~ Frank Snyder 


TO DOWNLOAD DEMO 
http://www.philipsmedia.com/media/ 
games/games_dnid.html 
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Publisher: Philips Media Software Phone: (310) 444-6666 Developer: R/GA Interactive 
Requirements: 486DX/33Mtz or better, Windows 3.1 or Win95, 8MB RAM, CD-ROM drive, VGA Video 
Controller: Keyboard Players: 1 to 2 (network) Price: $39.99 


COOH OOOOH OH AEH O HHH OE HHE HHH OHH T TSH HSE SHH O TEE HH OEH TEE E ESET EEE EEEEEE EE EEE EEE EEEHEEEEEEEEEHEE SE EEHEHEEEEEEEEEEESESESEEEEEEEEHEEEESESESE SESE SESE EE SEES TEESE ESESEEHHS ESSE EE EEEHSESEEEEEESEEEEES THESE HEEEHEHEEESEEE EERE HE EEED 


Assault Rigs 


can’t think of a better game to 
play when you've got some time 
to kill. Assault Rigs is an 
action/arcade-style shooter that 
brings the battlefield and the playing 
field together on the computer screen. The 
premise is simple, players navigate their 
way through a cybermaze, picking up 
gems that allow access to different levels 
and squaring off against cyber-enemies. In 


the game’s future, man has lost the lust for 


the games of physical prowess like football 
and boxing and have turned toward the 


>Taking the shortcut through the maze 
can sometimes bring players head-to- 
head with a trap. 


intelligent games like cybersports. 

In the first several levels, players will be 
introduced to the way that the game plays. 
They are filled with moving elevators that 
must be jumped onto in order to reach a 
higher level, halls that are filled with bursts 
of high-voltage current in sequence, etc. 
When the player finds his/her way through 
the maze to reach the ending, there is a 
password that will be given to the player 
so that the completed levels never need to 
be repeated. There are four different 
arenas to choose from, Hybrid VR, Steam 
Punk, Future Military and World at War. 
Players can master over 40 different levels 
in toto, with three different rigs to choose 
from, each with their own characteristic 
strengths and weaknesses. 

VGA 3-D graphics are better than one 
might expect, and the explosions are fairly 
detailed. 

Eight person network play and two per- 
son modem play are also going to be big 


If you’re not quite into the cyber-graph- 
ics, you may find Assault Rigs to be less 
than perfect. It is fun though. 


assets to the game's longevity. 
As a personal recommendation, | would 
wait until the game hits the bargain bin. 
It’s fun but not for $47.99. CGR 
-Scott Gehrs 


FOR MORE INFORMATION 
http://www.sepc.sony.com/SEPC/Psygnosis/ 
games/arigs.html 
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Publisher: Sony Interactive Phone: (415) 655-8060 Developer: Psygnosis 
Requirements: 486DX/66Mt or better, DOS 5.0, 8MB RAM, 2xCD-ROM drive, VGA Video Card 
Controller: Joystick or Keyboard Players: 1 to 8 (network) Price: $47.99 
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Pilot 
the beautiful beaches of Maui. 


your own 


The Anderson Inflatomatic and Delpy Swamp 
King battle it out for third place. 


elcome to the 21st century 
where the premiere television 
show, Big Red Racing, has made 
its way to the top of the charts. 
Having been inspired by the chaotic dri- 
ving he witnessed on the nation’s high- 
ways, the young corporate maverick, Paul 
“Big Red” Ranson, created this successful 
TV race show to meet the stringent 
demands of the viewers. Now fans can 
cheer on their favorite professional racers 
as they pilot a variety of exciting vehicles 
across a multitude of tracks and terrain. 
Big Red Racing is the latest multiplayer 
racing game from Domark Software, fea- 
turing split screen, modem and network 
play. Take the wheel (or stick) of 16 differ- 
ent vehicles including monster trucks, hov- 
ercraft, helicopters and even backhoes. 
Most vehicles come equipped with nitrous 
(either in injected form, which allows you 
to control the input of nitrous oxide into 
your engine, or canister form which deliv- 
ers its entire contents in a short, explosive 
burst) for that extra bit of speed. You can 


Sit behind the wheel of the Hardman 
10-4 Smokey-cruiser for some serious 
pulling power and torque. 


Chipper MK IV around 


Gth 


Nicole Courgette skims the water’s surface with her Delpy Swamp King. 


choose your pilot from six outrageous 
characters, pick out their logo, then cus- 
tomize the color of their racing outfit and 
vehicle. There are 24 international tracks 
within seven different environments 
including dirt, water, snow, quarry, sky, city 
streets and sci-fi surfaces. Travel to such 
exotic locations as the fjords of Norway, 
the outback of Australia, the rivers of India, 
the valleys of Mars and the crystal-clear 
skies of Hawaii. 

Big Red Racing also features a plethora 
of perspectives with which you can watch 
the action from your opponent's cockpit 
or from numerous external camera views. 
MTV- style CD soundtrack provides the 
driving tunes, featuring original music 
by Hangnail, and there’s even an optional 
play-by-play commentary to narrate 
the action. 

Big Red Racing delivers the excitement 
of real-life racing, but does so in a made- 
for-TV like manner, meaning that you can 
perform some pretty unbelievable stunts, 
endure an enormous amount of damage, 
then jump right back into the race as if 
nothing ever happened. Unrealistic, yes, 
but pretty damn entertaining nonetheless. 
(You can, however, adjust the amount of 
damage your vehicle is susceptible to.) 
The keyboard control interface isn’t the 
most effective or realistic means of navi- 
gating your vehicle, but it seems that most 
gamers have adapted to this setup over 
the years and can drive their PC better 
than their car. | was most impressed 
with how each vehicle would realistically 
react to my control input within the various 
environments (the only exception being 
the 4-wheeled vehicles that refused to sink 
in the water). The only discernable charac- 


RACING WITH 
= ce ES 


Although Big Red Racing is still fun to play 
in single player mode, it really is at its very 
best when played in multi-player mode, pro- 
viding that entertaining element of human 
competitiveness. With the absence of com- 
puter controlled vehicles, it’s an all-out, no- 
holds barred race to the finish between the 
players involved. The game allows you to 
select up to five different circuits to race on, 
awarding points for the finishing positions of 
the players throughout the series. The player 
with the most accumulated points wins. Ted 
Chapman and I spent several hours racing 
against each other head-to-head over our 
network, and we both concluded that this 
game is immensely entertaining to play in 
multi-player mode. Kudos to Domark and 
Big Red Software for adding this multi-play- 

_ er feature...it really insures this game’s suc- 
cess in today’s world of network gaming. 


teristic about Big Red Racing that’s worth 
whining about is its rudimentary graphics. 
Even in SVGA Mode, the various vehicles 
and characters looked very block-ish and 
modular, and it was difficult to see the dif- 
ferences between VGA and SVGA Mode. 
Gameplay more than compensates for this 
minor gripe, so don’t let Big Red Racing's 
appearance sway you from at least trying 
it. | guarantee you'll be pleasantly 
surprised in the end. CGR 

-Frank Snyder 


TO DOWNLOAD DEMO 
http://www.domark.com/brr/demo.html 
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Publisher: Domark Software Phone: (415) 513-8929 Developer: Big Red Software 
Requirements: 486DX/66MHz or better, DOS 6.0 (or Win95), 8MB RAM, 2xCD-ROM drive, VGA/SVGA 
Controller: Joystick, Mouse or Keyboard Players: | to 6 Price: $29.95 
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ise and Rule will delight empire 

builder fans and those who liked 

Civilization. The gameplay is quite 

similar to Civilization in that players 

start out with nothing and must end up con- 
quering the world within a time curtain. The 
majority of the gameplay is centered around 
the action of the city. The city is the very heart 
and soul of any good empire, and Rise and 
Rule’s interface allows players to micro- 
manage every aspect of the city’s develop- 
ment. The interface is exclusively mouse- 
driven and is quite easy to use. 

Players control the allocation of city 
resources and can shift the balance of the 
city’s focus from building to military studies, 
etc. Whenever one element is given more 
energy, however, the other areas will suffer 


» Hames The Gidek faa se 


proportionately. While this method of techno- 
logical and cultural development is different 
from other empire builders such as 
Civilization, | found it to be cumbersome and 
not especially well designed. The fact that 
players cannot research specific advances, 
but rather just research, tends to slow down 
the pace of the game as players are trying to 
research in several different areas at once. An 
asset that the game possesses which tends to 
counterract this setback is that in combat, 
players can group their forces into massive 
armies. Another element that | consider an 
asset of the simulation is that it is turn based. 
This has its good and bad aspects, as it will 
allow for an ease of network gaming and 
should speed up the game play in a multi- 
player environment, but it slows the play 
down dramatically when there are multiple 
human players on the same machine. 

The graphics in the game are a nice blend 
of SVGA terrain and detailed units, and 
almost cinematic-quality cut sequences. 
These sequences pop up when certain mile- 
stones are reached in the game, such as the 
foundation of a new city or the elimination of 
an empire from the game. 

The musical score is very interesting and 
matched quite homogonously with all of the 
different empires. Through an interesting 
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®The game screen will give players all 
the information that they need about the 
tactical situation to crush their opponents. 


European styles, each empire has its own 
musical roots somewhere in the mix. 

Regarding the game as a whole, | found the 
action to be slow at first, but still interesting, 
and the activity of building my empire quite 
an enjoyable task. With the exceptions of the 
aforementioned problems, | can recommend 
The Rise and Rule of Ancient Empires. 
Anyone who has a taste for the power and 
glory of building a city, gathering a populace, 
taxing them to death, discovering the wheel, 
building a cannon, raising an army and subju- 
gating the world will like it. CGR 

-Scott Gehrs 


®@The city screen shows players the current level 
of development in all cultural, educational, 
military, and recreational areas of the entire city 
at a glance. 


blending of Classical, Eastern, and Western 


FOR MORE INFORMATION 


http://www.sierra.com/ 
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Publisher: Sierra On-Line Phone: (206) 649-9800 Developer: Sierra On-Line 
Requirements: 486DX/33MHz or better, Windows 3.1 or 95, 8MB RAM, 2xCD-ROM drive 
Controller: Mouse Players: 1 to 6 (network Play) Price: $54.95 
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Abuse 


t a glance, Abuse looks like just 
another cookie-cutter, scrolling- 
platform arcade game. If you take 
a closer look, you'll discover several 
unique characteristics about this game 
that set it apart from the typical stereotype. 
The most obvious difference is its control 
interface that incorporates both the keyboard 
and mouse in which you use the cursor keys 
to navigate and the mouse to aim. This dual- 
control setup works incredibly well for this 
type of game, offering a greater degree of 
accuracy and control. Abuse also includes a 
game editor that enables you to create new 
levels within an object-orientated environ- 


®The Jugger will launch deadly incendiary 
grenades, but its range is severely limited to 
about half-a-screen’s length. 


ment. Although it’s not the easiest editor to 
learn and use, it is versatile and provides you 
with the means to increase the replayability 
value of your game. The other unique char- 
acteristic of Abuse is its eight-player network 
capabilities, a feature which is somewhat 
uncommon for this particular genre of 
arcade games in this day and age. Aside 
from these aforementioned distinctions, 
Abuse plays a lot like the original Duke 
Nukem: both utilize that scrolling-platform 
2-D environment; both share an easy-to- 
learn-and-use control scheme; and most 
importantly, they both manage to capture 
that element of surprise within the game that 
keeps you addicted for hours on end. As far 
as gripes are concerned, | would have 
appreciated more enemy types to destroy 
(there’s only four), but Abuse makes up for 
this by attacking in large numbers and in 
devastating bursts. Plus, there are a wide 
variety of environmental obstacles to contend 
with as well. The VGA graphics insure premi- 
um graphic performance, but a SVGA mode 


®Even explosive experts will be impressed 
with Abuse’s dynamite special effects. 


would've been nice considering the 
approach of the “Pentium standard”. Abuse 
does allow you to save your game; however, 
it does so by utilizing “save game stations” at 
various positions within the game (similar to 
checkpoints) with which you can save your 
game once you've discovered them. Overall, 
Abuse is an extremely playable little arcade 
game that deserves a closer look from expe- 
rienced gamers. €GR 

-Frank Snyder 


TO DOWNLOAD DEMO 
http://www.ea.com/origin/crackdotcom/ 
demo.html 
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Publisher: Origin Systems Phone: (512) 434-4263 Developer: Crack dot Com 
Requirements: 486DX/66MHz or better, DOS 5.0, 8MB RAM, CD-ROM drive, 256-color VGA Video 


Controller: Mouse Players: | to 8 Price: $39.95 
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f you liked the first Earthsiege, 
you'll love this one. If you've 
never played a giant robot com- 
bat game before like Mech 
Warrior 2 or Terra Nova, you'll want to 
start with Earthsiege 2. 
The Cybrids—robotic servants—have 
turned against their creators. They have 


set up a base of operations on the far side 


of the moon and are planning an attack 
on the Earth. This time, they’re throwing 
everything they have at Earth and it’s up 
to you to protect the planet. 

In the game, players can customize 
almost any element from the type of 
HERC—short for Herculean—that is taken, 
all the way to designing and building your 
own weapons. Missions are goal-oriented 
in that players have to achieve a certain 
objectives to reach the next level of play. 
This style of level advancement is similar 
to Mech Warrior 2 since players cannot 
simply pick a mission anywhere in the 
game’s world and commence the destruc- 
tion. Players have to earn their place in 
the next mission. Unlike MW2, however, 
players can advance to the next mission if 
they just can’t seem to get through with- 
out failing, it’s just that they will get a 
serious chewing out from the C.O. for 
wrecking so much material. 

There are two main types of missions 
that are employed: air and ground. In the 
air missions, players outfit a surface skim- 
mer to accomplish missions, such as 
ground support. There are several differ- 
ent models that can be employed, and the 
outfitting can be customized so as to 
allow for the maximum damage factor. 
Ground-based missions tend to be close 
to all out slaughter. 

The ground-pounders can also be fully 
customized to suit the individual’s needs. 
Several main chassis are available, and 
players can enter the construction yard to 
build a large HERC, or just give an exist- 
ing one a weapons upgrade. Players can 
scrap other weapons or HERCS in their 
inventory to build new ones. Personally 
repairing damaged units in the repair 
section of the base’s hanger is another 
option. Up to eight HERCs can be in the 
hanger’s inventory at one time. Any more 
than that and you'll have to start breaking 
others down for scrap. The construction 
and repair part of the game may cause 


An external camera view lets you check for 
damage as well as gloating about your good looks. 


It’s hell on Earth when you unload your munitions into a few unsuspecting invaders. 


One of those days when nobody’s having 
a good hair day.Goodness, gracious, 
great HERCs of fire. 


some players a small bit of confusion 
when trying to select what elements to 
change and how to go about the changes. 
The player's forces cannot design new 
equipment without the raw materials to 
work with, so the player must continually 
recycle his/her machinery and collect sal- 
vageable material from the battlefield 
conquests, so as not to run out of metal. 
The only way for players to get hold of 
new and better machinery is to design it 
themselves. | personally had mixed feel- 
ings about this element of the game. On 
one hand, there is the element of realism 
that is added when you can’t have any 
HERC you want. On the other, many play- 
ers may feel that the necessity of 
invention is not asset. 

There are over 50 missions in total to 
play through, each one more interesting 
than the one before, and the missions 
vary in the types of terrain, enemies and 
objectives that will be encountered. 
Terrain variety is comprised of lava flows, 
snow, hills, desert and even lunar craters. 


The interface for the non-combat sec- 
tions of the game are completely mouse 
driven, just point and click on what you 
want. The combat sections of the game 
can be modified to be controlled by a 
simple joystick and a handful of keyboard 
controls. The serious control-freaks needs 
are also addressed as the game comes 
with FLCQS and TQS modification files 
that will load pre-programmed macro- 
commands into some of the more serious 
joysticks, such as the FLCS from 
Thrustmaster. While this amount of detail 
may seem to be a bit much, to really take 
full advantage of the game’s action, a 
good joystick is an absolute must. 

The game graphics are texture-mapped 
3-D rendered SVGA and played smoothly 
on a Pentium with sufficient RAM. The 
game features varying levels of graphical 
resolution and fit the power of any partic- 
ular computer to compensate for slower 
processors. | found the surplus of visual 
stimuli to be a great enhancement to the 
traditional robot cockpit view. The objects 
on the battlefield are highly detailed, the 
explosions are excellent and the sounds 
are a fine supplement to the game’s 
action. Much of the game’s graphics put 
the likes of a MW2 to shame; other ele- 
ments fall quite short. The sound effects 
are sufficient for the game, the explosions 
are strong and booming and the HERC 
movements sound as though an aircraft 
carrier had sprouted legs. 

As a mechanized robo-combat 
game, Earthsiege 2 is fun, sharp looking, 
easily customized and has lots of 
replayability. CGR 

—Scott Gehrs 


FOR MORE INFORMATION 
http://www.sierra.com/games/es2/ 
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Publisher: Sierra On-Line Phone: (206) 649-9800 Developer: Sierra On-Line 
Requirements: 486DX w/VLB, Windows 95 native, 8MB RAM, 2xCD-ROM drive, SVGA Video Card 
Controller: Joystick or Keyboard Players: One Price: $44.99 
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Check out Star Control 3 at www.accolade.com 


KIDS TO ADULTS 


Star Control 3 is a trademark of Accolade, Inc. ©1995 Accolade, Inc. All rights reserved. 
Created by Legend Entertainment and based upon characters created and used under license from Paul Reiche I!| and Fred Ford. 
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n the year of 2050 A.D., the 
world has been swept into a 
new age of peace and harmony 
thanks to the rockin’ music of 
Johnny Bazookatone. However, the diaboli- 
cal Mr. L. Diablo, Lord of the Underworld, is 
uncontrollably enraged by this goodness 
and decides to sabotage Johnny's world by 
stealing his guitar, Anita, and kidnapping 
the legendary musicians of the music 
industry. Without Johnny’s music, the world 
can no longer exist in a state of peace and 
harmony. The world’s only hope is for 
Johnny to eliminate the demons of the 
netherworld, rescue his guitar and musician 
buddies, then defeat Mr. L. Diablo in a final, 
explosive confrontation. Armed with his 
bazooka-guitar that spews electric “Riff- 
tunes” and “Ultra-Blast tunes,” it’s up to 
you to guide Johnny in his quest to restore 
peace and harmony to the rest of the world 


@In the Graveyard, you’ll want to take- 
out the skeletons before they respawn 
and outnumber you. 


in this fast-paced, action-arcade game set 
to a cartoon underworld. 

Johnny Bazookatone features 360 
degrees of rotational and hover jumps 
within a scrolling 3-D environment. SVGA 
SGl-rendered graphics come to life with 
dazzling visual effects. A CD-quality title 
soundtrack includes tracks from the leg- 
endary Richie Sambora and Tico Torres 
from Bon Jovi. 

As a scrolling action-arcade game, 
Johnny Bazookatone follows the familiar 
theme of collecting items and blasting the 
bad guys with an array of weapons. The 
concept grows old quickly if you’re not an 
astute arcade game player. However, even 
experienced platform-arcade game players 
might find Johnny Bazookatone a little lame 
in the action department. Aside from being 
incredibly unintelligent, the various enemies 
are virtually chained to their default loca- 
tions, and when they began to chase me, 
all | had to do was run off the opposite side 
of the screen and they would automatically 
be reset to their original default locations 
(just a little unrealistic). | also found the 
guitar solo background music to be highly 
annoying and non-condusive to enhancing 
this kind of arcade-gaming experience 
(imagine really bad, easy-listening music, if 
you will...). There’s also no way of saving 


° Johnny Bazookatone 


@With his electric guitar as his only 
weapon, Johnny must single-handedly 
defeat Mr. Diablo and his evil minions. 


your game other than using a password to 
take you to a certain level. | thought that 
the various characters exhibited a great 
deal of artistic ingenuity, but, graphics 
aside, the game as a whole is not as 
appealing. I'd recommend Johnny 
Bazookatone for our younger game players, 
since they aren't likely to be as critical and 
demanding, and will most likely appreciate 
the mild amusement and cuteness factor 
that this game has written all over it. €GR 
-Frank Snyder 
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Publisher: U.S. GOLD Phone: (415) 693-0297 Developer: ARC Developments 
Requirements: 486DX/66Mtz or better, DOS 6.0 (or Win95), 8MB RAM, 2xCD-ROM, SVGA Video 
Controller: Joystick or Keyboard Players: One Price: $39.99 


PPPOE TEE EEHEEEEHEHEE EEE EEEEE HEHEHE HEHEHE SHEE EEE EEHEEEEESEEEESESEESESEEEESHOEEHOOEEESEEOEHE SHES EEE EEEESE ESSE EEO EEE ESTEE EEE SEE ESESEEE EEE EEE SES EEE HE OEE EESHEEE OES HEHE EE EEEEEHEEEHHE HOT HHO OSH HES ETHHOHHEREEEDEE EO EHH HSE OED 


Total Pinball 3D 


wenty First Century Entertainment 
has added yet another mare in its 
stable of computer pinball games 
with Total Pinball 3D. Offering both 
two and three-dimensional perspec- 
tives, Total Pinball 3D provides you with sev- 
eral useful features, such as instant replay, 
adjustable ball speed, multiball play (up to 10 
balls per table), Practice Mode and a built-in 
statistics package that will monitor your 
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weak points while showing you the best way 
to improve your game. There are four differ- 
ent tables in all, each available in either 2-D 
Scrolling or Non-scrolling Mode with four 
graphic resolution settings, or 3-D Mode in 
an incredibly detailed 640x480 resolution. 
You can also fine tune the speed of the ball 
by adjusting the angle of the table. The 
Instant Replay feature allows you to view 
past games with the ease and control of a 
VCR-type interface. Total Pinball 3D also 
comes with Redbook audio for the highest, 
CD-quality sound effects and music. 

Even though its graphics aren't as sharp as 
Sierra's 3D Ultra Pinball, Total Pinball 3D 
does manage to successfully deliver the 
characteristics of real-life pinball with its 3-D 
perspective and authentic sound effects. The 
only drawback | encountered was some per- 
formance deterioration in its 3-D 640x480 
resolution mode on a Pentium 90 with only 
8MB of RAM (16MB quickly alleviated this 
problem). Of the four different pinball tables, 
| found the Jackpot table to be most enter- 
taining to play since it incorporated several 
playable casino games into itself. | especially 


®Total Pinball 3D’s true-to-life perspective 
provides that extra bit of realism. 


appreciated the presence of the realistic 
scroll-bar that would display those mono- 
chrome, pixilated animations seen in actual 
pinball games (a minor prerequisite of mine). 
Hard-core pinball players will undoubtedly 
find its VCR-type game recording feature 
and adjustable table angle a godsend. 
Overall, I'd recommend this one to 

anyone who's really serious about their 


pinball game. ¢gR 


— Frank Snyder 


FOR MORE INFORMATION 
http://www.21stcent.com/ 
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Publisher: 21st Century Entertainment Phone: (716) 872-1200 Developer: 21st Century Ent 
Requirements: 486DX/33MHz or better, DOS 5.0, 8MB RAM, CD-ROM, VESA SVGA Video Card 


Controller: Keyboard Players: | to 8 Price: $44.95 
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he Dame Was Loaded is a detec- 
tive/murder mystery game. It is a 
spoof on all the film noir movies of 
the 1940s and as such, it is sufficed 
to say; don't take it too seriously. It is a 
game in which players have to find clues, 
piece together different accounts of the 
same story to get to the truth and basically 
try not to get killed before time runs out. 
Players get into a first-person P.O.V. 
through the character of Scott Anger—self- 
proclaimed gunshoe extraordinaire and ex- 
alcoholic—in order to find the diamonds 
stolen from Carol Klein, your attractive 
client, then get the money from the case to 
pay the rent. If that isn’t enough to deal 
with, there are several people out for your 
hide: Gangsters will try to get you when you 
get close to the truth, the police don't like 
you because you're a P.|. and the landlord is 
just about to kick your sorry butt out the 
door for not paying the rent. 

Personally, | enjoy mysteries. The Dame 
Was Loaded has an interesting premise, 
but unfortunately | can’t recommend it even 
to mystery lovers because of the following 
five problems. 

First, the game suffers from an interface 
that is, at the very best, cumbersome. There 
are seven different possible icons that the 
mouse can be changed to—depending on 
what the player wants to do—and none of 
these are easy to get to. Secondly, since the 
game’s graphics are VGA, the FMV 
sequences looked pixilated and rough when 
played on a P90. Third, the machinations 
that must be performed in order to get any- 
where are tedious and unnecessary. Players 


Starball 


f you’re looking for a pinball 
game with a really, really unusu- 
al twist, you might want to check 
out Starball from GameTek. Set to 
a science-fiction background, Starball fea- 
tures many interesting concepts that will 
add a whole new dimension to computer 
pinball. Blast orbiting asteroids and aliens 
with your molten pinball, then head for 
the space port at the top of the table, 
where you can score bonuses of up to a 
million points. Teleport to secret tables 
where you'll encounter new challenges 
and opportunities to score even more 
bonuses. Starball’s riveting sound effects 
and eye-popping graphics will keep you 
at the edge of your chair while you expe- 
rience this “next generation” of computer 
pinball. 

Starball’s main pinball table is vertically 
elongated and features a top to bottom 
scrolling screen that follows the pinball 
throughout the action. There are three 
sets of flippers located down the center of 
the table, each segregating it into three 
separate themes. Throughout the table 
exist hidden nooks and crannies that will 
teleport you to another table, usually fol- 
lowing another familiar science-fiction 
theme in which you'll need to to destroy 
given objects. 


Dame Was Loaded 


® This messy abode is what you call home. Anger does a lot of research here. 


must get into their car, open the glovebox, 
pull out the map and finally click on where 
they want to go. Next on the list of prob- 
lems is the fact that once players do get 
somewhere, it is not certain that they will be 
able to do what they need. For example, 
when you go to the bar during the day, it’s 
closed; so you wind up wasting time driving 
to and from the bar with no results. While | 
realize that this is part of the game’s flavor— 
the frustrations inherent in a P.I.’s line of 


work—with regards to the game's progres- 
sion, it is simply a hinderance. Lastly, | think 
that for the shelf price of $39.99, players 
could do better with a different title. Now 
the game does have some laughs and inter- 
esting characters—like the waitress at the 
diner who is just charming as all hell—but 
the rest of the game might leave the player 
who is in search of a true mystery wanting 
more than The Dame has to offer. €GR 
-Scott Gehrs 
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Publisher: Philips Media Phone: (310) 444-6500 Developer: Beam Software 
Requirements: 486DX/33MHz or better, DOS 5.0, 8MB RAM, 2xCD-ROM drive, VGA Video Card 


Controller: Keyboard Players: One Price: $39.99 
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®Just when you thought you’ve played 
every kind of pinball game... 


Although its not one of the prettier pin- 
ball games out there (thanks to its pixilat- 
ed VGA graphics), Starball does have a 
few things in its favor. First is its $14.99 
price tag which is most appropriate for a 
computer pinball game of this caliber. 
Second is its bizarre appeal factor, which 
is essentially the only reason | could come 
up with to explain why | couldn’t stop 
playing this game after a few minutes. It’s 
just really, really strange. Similar to Dr. 
Who in this respect but without a plot, 
Starball manages to incorporate several 
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science-fiction themes, as well as other 
popular game concepts from the past and 
present into itself. In one scenario you'll 
have to knock out the same alien ships 
from the original Space Invaders with your 
pinball. There’s even a takeoff table on 
Doom called Doom Ball within the game. 

On the downside, the sound effects are 
pretty lame, as are the outdated VGA 
graphics. Potential buyers might be a little 
apprehensive before trying Spaceball after 
reading the game description from the 
back of the box (that too, is pretty lame). 
My advice is this: If you enjoy computer 
pinball games or really, really strange 
science-fiction themes, you should at 
least spend a few minutes with this game 
before judging. Otherwise, I’d recommend 
something else if you’re looking for a 
typical computer pinball game—unless, of 
course, you can't pass up its $14.99 bar- 
gain price tag. But don’t say | didn’t warn 
you... CGR 

-Frank Snyder 


TO DOWNLOAD DEMO 
http://www.gametek.com/demo.html 
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Publisher: GameTek Phone: (800) GAMETEK Developer: Volume || 
Requirements: 486DX/33MHz or better, DOS 5.0,, 8MB RAM, 2xCD-ROM drive, VGA Video Card 


Controller: Keyboard Players: One Price: $14.99 
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draw. You determine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple, 
but it's only the start. Each of five more puzzles gets a little harder. But this time it's 
all up to you. Stay in to the end with the highest score and the gear is yours. 
With whatever options you want. Do you have what it takes? Then play to win! 


Computer Contest. Win a blazing fast computer with Pentium 166 Mhz 
processor, 16 meg. ram, 1.2 Gig. hard drive, CD-ROM, 17” monitor, modem and more! 
Video Game Contest. Play on the hi-tech cutting edge with this line-up: 
Sony Playstation; Sega Saturn; Virtual woe 3D0; and Atari 99" Get all five or 
trade the ones you don't want for CASH! Bonus options include: 33 inch monitor, 
$1,000 in games, cash, accessories and more! 
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STOMP 
CRUSH SCORE .....H SLANT 
MYSTERY WORD CLUE: 
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT 
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You have the POWER. In this contest you don't rely on the luck-of-the Media 


Rig Contest. 
130 watt receiver w/ Dolby Pro 
Win DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 


We're talién’ GAMING HEAVEN! 


Directions. fill in the Mystery Word Grid with ed cy 
out the Mystery Word down the side. Hint: use the Mystery Word 


in the 


lue. 


The Ultimate Gaming Environment, 40 inch monitor, 
ic Surround Sound, and all components shown. 


across that spell 


future. There will be four more puzzles at $2.00 each and one tie- 


breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve 


each puzzle. We don't know how many will play 
highest score possible score to Phase |, 43% to P 

to 
split the value of the grand prize they are playing for. 


ENTER ME TODAY, HERE’S MY ENTRY FEE: 
(_] ($3.00) Computer Contest 

(_] ($3.00) Video Game Contest 

[_] ($3.00) Media Rig Contest 

[_] ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


Yes! 


Address 


City State Zip 


SEND CASH, M.0., OR CHECK TO: 
7 
PANDEMONIUM, P.0. BOX 26247 
MINNEAPOLIS, MN 55426-0247 
VOID WHERE PROHIBITED * ENTRY DEADLINE: POSTMARKED BY Aug. 17TH, 1996 * ENTRY FEE MUST BE INCLUDED 
Only one entry per person. Employees of Pandemonium, inc, and its suppliers are ineligible. Judges decisions are final. 


Where judges are in error the sponsor's liability is limited to the amount of entry fees paid. Not responsible for lost, delayed or 
stolen mail. Open to residents of the U.S. its territories and Canada. You can request Winners List and Official Rules by writing 
Pandemonium, Inc. 7204 Washington Ave. S., Eden Prairie, MN 55344. Merchandise names and models are trademarks of their 
respective companies who, along with this magazine have no affiliation with this contest. © 1995 Pandemonium, Inc. 


but typically 55% will have the 
ase Il, 36% to Phase Ill, and 32% 
ase lV. The tie-breaker determines the winner. If players are still tied they will 
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Computer Game Review June, 1996 


Title Developer Distributor Phone # Originality § Playability Visuals Audio Manual Overall Score 
Arcade America 7th Level 7th Level (212) 437-4858 QO 3 a @ @ 7 5 
April 1996 Issue Saturday-morning cartoon arcade-action from 7th Level. Help Joey find his pet monsters and make it in time for a rockin’ concert at Woodstock. 
Cyberspeed Mindscape Mindscape (415) 897-9900 © q) i O & 47 
April 1996 Issue Take to the cockpit of your futuristic rocket sled and compete for first place against a variety of other pilots in this fast-paced racing game. 

Defcon 5 Nova Spring Vic Tokai, Inc. (310) 326-8880 _O @ @ ee we 49 
April 1996 Issue As a cyberneer working for the Tyron Corporation, you'll have to escape an abandoned space station before alien beserkers invade it. 

Descent II Parallax Software _ Interplay (714) 553-6655 @ | @ 2 4 97 
May 1996 Issue The sequel to the award-winning Descent takes its graphics and gameplay to amazing new heights. 

Extreme Games _ Sony Interactive Sony Interactive (415) 655-8000 @ ae & es @ 83 
April 1996 Issue Grab a set of wheels and head down the road at top speed in this ultimate test of physical endurance. 

Havoc Reality Bytes Reality Bytes (617) 621-2500 © s é <q) & 67 
May 1996 Issue Take-on a variety of enemies at full-force with this arcade-shooter designed specifically for Windows '95. 

Renegade 2 ssi GT Interactive (408) 737-6800 O ® @ B ae 8 4 
May 1996 Issue Return to Jacob's Star to rid the universe of TOG fighters in this action-packed, space-combat simulation game. 

Shellshock CORE U.S. Gold (516) 656-2264 @ @ ® @ ® 8 6 
May 1996 Issue Keep the peace around the world with your very own private army of M-13 Battlefield Tanks and A-10 Warthogs. 

Silent Thunder Sierra On-Line Sierra On-Line (206) 649-9800 © a ® |  ] 87 
May 1996 Issue Get inside the cockpit of the deadly A-10 Warthog and stir up the action in this impressive sequel to A-10 Tank Killer. 

Terra Nova Looking Glass Tech. Virgin Interactive (800) 874-4607 @ S oO B et 8 8 
May 1996 Issue Inter-clan warfare gets taken to new heights in the Alpha Centauri star system in this first-person POV shooter. 

Top Gun: Fire at Will! Spectrum Holobyte § Spectrum Holobyte (510) 522-1164 QO we Bal O @ 84 
May 1996 Issue Fly into the danger zone with your very own F-14 Tomcat in this high-action, combat flight-simulation game. 

Whiplash Gremlin Interactive Interplay (714) 553-6655 QO a 7] ob & 8 5 
May 1996 Issue Take the wheel of any number of European race cars, then hit the track and send yourself speeding through neck-breaking loops and jumps. 

Wing Commander IV Origin Electronic Arts (512) 335-5200 O & @ @ ® 9 5 
May 1996 Issue Colonel Blair returns to restore peace to the Border Worlds in this stellar sequel to Wing Commander III. 


® Tang Chi ® TriTryst ® The Real Deal 
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Puzzle pevemmre | Feectre |. oo 


Title Developer Distributor Phone # Originality Playability Visuals Audio Manual Overall Score 
SSP ET STE EST AS SS SBT SS TS ASAT SW SO SERS RS 
Card Players Paradise © AmericanLaserGames American LaserGames (505) 880-1718 ©@ oe) wh Oo 73 

March 1996 Issue __ Play some of your favorite card games aagainst some of the world’s best players. Games include Rummy 500, Pinochle, Bezique and more! 


Commodore 64 Pack Activision Activision (310) 473-9200 © o & @ a 5 3 
April 1996 Issue Reminisce with some of your old-time favorites from the Commodore 64 days in this compilation for Windows '95. 


Island Casino GT Interactive GT Interactive (212) 726-6500 © & & oad oe 8 1 


March 1996 Issue Travel to the luxurious El San Juan Hotel and Casino and place your bets on any of Island Casino's 25 different casino games. 


The Real Deal Mindscape Mindscape (415) 897-9900 © 36 aa - & 8 3 
March 1996 Issue _ Deal yourself in with 10 classic card games including Whist, Hearts, Spades, Euchre, Oh Hell, Pinochle, Cribbage, Crazy-Eights and Auction Pitch. 


Tang Chi Capcom Capcom (408) 774-0500 O B oft q) S 6 4 
March 1996 Issue —_ Challenge your visual puzzle-solving skills with the ancient Chinese puzzle game known as Tang Chi. 


TriTryst Virgin Interactive Virgin Interactive (714) 833-8710 @ ae # ok co 8 6 
March 1996 Issue = Become hopelessly addicted to the mind-boggling game of TriTryst by arranging blocks within customizable game boards. 


@= Excellent @Q@=Good (=Average @=Poor ©=Bad 


Game Revie 


® Bad Mojo © Kingdom O’ Magic © Ripper 


AGVenture-ReG 


Title Developer Distributor Phone # Originality Playability Visuals Audio Manual Overall Score 
Angel Devoid Electronic Dreams Mindscape (415) 897-9900 @ tt & @ & 79 
April 1996 Issue Masked by the identity of a wanted killer, you must evade the authorities, find the real Angel Devoid and prove your innocence in this action thriller. 
Bad Mojo Pulse Entertainment Acclaim (310) 264-5577 @ 2 & @ @ 8 4 
May 1996 Issue Experience life through the eyes of a cockroach in this bizarre adventure game in which you must figure out how to become human again. 
The Beast Within Sierra Sierra (206) 649-9800 @ 9 & ® 8 9 4 
March 1996 Issue —- Gabriel Knight returns in The Beast Within, a spine-tingling mystery in which you must confront the horror of a werewolf in Munich, Germany. 
Chronomaster DreamForge Capstone (305) 373-7700 @ & & ae a] 8 8 
March 1996 Issue _ Take a ride into the future in this sci-fi adventure game created by Roger Zelazny and Jane Lindskold. 
D Acclaim Acclaim (516) 656-2264 @ @ oO & <) 5 8 
May 1996 Issue As the daughter of a crazed doctor, you must try to save your father before he takes the lives of any more hostages in this interactive horror game. 
Kingdom O’ Magic SCi SCi (310) 577-1518 @ a 3 3B * 9 2 
May 1996 Issue Journey through the wacky world of Kingdom O" Magic as either Sydney the lizard or Shah-Ron the heroine in this humor-packed adventure game. 
Ripper Take 2 Interactive Take 2 Interactive (800) 728-2532 @ @ a @ NA 92 
April 1996 Issue Track the trail of a historical killer who has made his way into the 20th century in this terrifying 3-D adventure game. 
SpysatTheGeatGare = Activision Activision (310) 473-9200 ©® es) & a O 92 
May 1996 Issue As a special agent in the CIA, it's your job to resolve the political turmoil around the world in this espionage-adventure game. 

® NBA Live 96 ® Ultimate Challenge Golf ® IndyCar Racing Il 


ites 
~~ “a 
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Title Developer Distributor Phone # Originality § Playability Visuals Audio Manual Overall Score 
IndyCar Racing 11 Papyrus Virgin Interactive (714) 833-8710 © & i] = s 9 4 

March 1996 Issue Get behind the wheel of a high-powered Indy race car and put your driving skills to the ultimate test of high-speed racing. 

NBA Live '96 Electronic Arts Electronic Arts (800) 245-4525 O & . a NA 7 1 

May 1996 Issue Pit your favorite NBA teams against each other in this long-awaited sequel from EA Sports. 

UR '96 Sport Accolade Sport Accolade (408) 985-1700 © ) . @ @ 7 7 

March 1996 Issue This next-generation football simulation game provides you with the statistics of over 700 NFL players, superior graphics and improved Al. 

Ukimate ChallengeGolf Friendly Software Grolier (203) 797-3530 O ce) c) ) &d 6 4 

March 1996 Issue = Join PGA professional Greg Norman in his own golf simulation set on the Medalist Golf Course. 


® Fantasy General ® Space Bucks 


® Fast Attack 


Strategy-War 


Title Developer Distributor Phone # Originality § Playability Visuals Audio Manual Overall Score 
Battle Isle 2220 _—_— Blue Byte Blue Byte (708) 539-7950 O @ s we NA 3 1 

April 1996 Issue Help Caro rebuild the Empire from the ashes of Drullian treachery in the distant future. 

Fantasy General _ SSI Mindscape (408) 737-6800 OD a a oO eo 89 

May 1996 Issue Take control of the armies throughout history and bring the battles of the past to life in this strategy-war simulation game. 

Fast Attack Software Sorcery _ Sierra On-Line (206) 649-9800 O a oa a po 89 

May 1996 Issue Command a Los Angeles Class 688-! nuclear submarine in this realistic naval sub-simulation game. 

Warhammer Games Workshop Mindscape (415) 897-9900 O a ®t Oo @ 87 

March 1996 Issue In this Warhammer sequel, the Shadow of the Horned Rat, you will be given the opportunity to become the most powerful mercenary of the land. 


@=Excellent Q=Good (Q=Average @=Poor ©=Bad 
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PAGE 64. 


Two Comedy Pros Reunited 


reature Crunch 


ith the introduction of 
Class6 Interactive, a new, 
in-house software division 
of the groundbreaking 
computer animation pro- 
duction company, Class6 
Entertainment, comes their 
premiere Windows 95-based CD-ROM 
adventure game title, Creature Crunch. 

Actor/comedians Martin Short and 
Eugene Levy provide the original voice 
characterizations for both lead roles and 
multiple secondary characters, as well as 
contributing their humorous creative 
insight to the development of this animat- 
ed, cartoon-adventure game title. 

Based in Hollywood, Calif., Class6 
Entertainment and its creative team of 
developers is best known for high-quality 
animation for numerous TV commercials, 
including AT&T, Disney, Pepsi Cola, 
MetLife, Apple Computer and MTV, as 


“.«eMartin Short and 
Eugene Levy provide 


the original voice 
characterizations.” 


well as cutting-edge, ani- 
mated television programs 
such as The Simpsons, Ren 
& Stimpy and Duckman. 
This same creative develop- 
ment team has also worked 
on several other successful 
CD-ROM titles for a number 
of leading interactive com- 
panies including The 
Berenstain Bears Get in a 
Fight for Living Books, 
Jumpstart Preschool, the 
Cartoon Makers X-Men and 
Batman for Knowledge 
Adventure, to name a few. 
Class6 Entertainment has also formed a 
joint venture with TechToons Ltd., an 
Asian-based investment company special- 
izing in animated multimedia titles, to 
develop, produce and publish up to six 
original CD-ROM titles within its first year 
of operation under the Class6 Interactive 
label. Utilizing the company’s unprece- 
dented, proprietary PixCel system, all six 
titles will be created with the world’s first 
fully integrated, animation production and 
authoring system. The PixCel technology 
incorporates feature film qual- 
ity animation and is the 
only software authoring 
system that features 
realtime, anti- 
aliased digital 
compositing in 
both 256 colors 


and true color. Before the creation of 
PixCel, anti-aliased lines could only be 
created during the actual production. This 
unique technology enables Class6 pro- 
grammers to seamlessy blend animated 
characters into a potential environment of 
16.7 million colors for the highest quality 
of graphic realism. 

The actual PixCel authoring process is 
based on an object-oriented operating 
system within a fully interactive environ- 
ment which allows Class6 programmers to 


From left to right: Eugene Levy, John 

Bevilacqua (Sr. VP, General Manager), 

Stephen Poehlein (President & CEO) 
and Martin Short. 


play and test their game while creating it. 
Not only does this process provide the 
Class6 programmers with the ability to 
fine tune various aspects of the game on- 
the-fly, insuring a more efficient and less 
problematic approach to authoring, it also 
dramatically shortens development and 
production time to one-half the time typi- 
cally required by other methods, ultimately 
reducing the development cost for each of 
Class6 Interactive’s entertainment titles. 
The object of Creature Crunch is to help 
Wesley (Martin Short) and his new-found 
side kick Brian (Eugene Levy), the Brain in 
a Jar, escape from evil Dr. Drod’s mansion 
and still make it home in time for dinner. 
Wesley is an innocent boy in the wrong 
place at the wrong time who is turned into 
a half-human, half-something by Dr. 
Drod’s Almost-Instant-Genetic- 
Recomblobulizer and is hounded by the 
evil doctor's left-over genetic experiments. 
There are three types of creatures: 
guardian, item and punishment. The 
Guardian Creature will not let you click in 
the room until Wesley defeats him. The 
Item Creature will not give Wesley a key 
item until he is defeated. The Punishment 


Creature will basically punish Wesley and 
Brian for your “screw ups.” 

To defeat a creature, Wesley must 
ingest, consume or eat the correct item 
stored, stuffed or otherwise placed into his 
pants. “How do | get into Wesley’s pants?” 
you ask yourself when nobody is listening. 
You “right click” on Wesley and he will 
gladly expose himself. If you select the 
correct item, Wesley will eat that item, 
regardless of how long it’s been in his 
pants. Wesley will then morph into yet 
another creature with the proper powers 
to defeat the offending adversary and 
score one for your side. 

Although Wesley must go through great 
pains to escape Drod’s mansion, you 
don't. To abandon Wesley and Brian in 
their hour of need, you simply press the 
ESC key. You can save everything and 
return another day to find Wesley and 
Brian right where you left them, by click- 
ing on the YES button when prompted to 
save. You can save them under any name 
you wish, possibly even your own. If you 
click NO then nothing will be saved and 
Wesley and Brian will be back to square 
one (a fact neither of them will forget). If 
you click CANCEL, you will return to help- 
ing our heroes in their quest to get back 
to normal, escape from the mansion and 
still make it home for dinner. EGR 

-by Tasos Kaiafas and Frank Snyder 


Distributor: Class6 Interactive Phone: (213) 
465-0300 Developer: Class6 Interactive 
System Requirements: 486/66, 8MB RAM 
Release Date: Second Quarter, 1996 


ariable 


CGR: Tell me a little bit about your 
character “Wesley?” 

Martin Short: Well, he keeps making 
adjustments, he’s just an energetic, little 
curious kid who ends up being zapped 
and having to escape this giant mansion. 
He keeps going through different transfor- 
mations of himself. You know, both 
Eugene Levy and ! probably do about 20 
characters on this CD-ROM. 


CGR: Is Wesley or any of the other 
characters somewhat based on any char- 
acters you've done in the past? 

MS: No, | mean there is not maybe a dash 
of Clifford in Wesley, | don’t know. I 
mean...no, not really. Wesley’s kind of a, 
you know, a [in voice] “can | energize, I'm 
really excited” and freaked out that he’s in 
this mansion. But | can't really think of 
who he reminds me of. 


CGR: Was doing voice work for Creature 
Crunch similar to doing voice work for the 
other animated shows you've done? 

MS: Yeah, | enjoy doing that. You know 
I've done everything from my own animat- 
ed cartoon show The Completely Mental 
Misadventures of Ed Grimely to a couple 
of animated features, and | used to do a 
lot of voice work in Canada when | lived 
there. It’s just a great way of getting 
something...because you can only express 
yourself, you can only feel creative in that 
one form which is audio, so you try to put 
as much energy and dimension into just 
the voice as possible. So it’s kind of 
exilerating for me. 


CGR: Since your comedy style is very 
animated in that you use your body and 
especially your hands a fot, is it harder for 
you to develop a character through just 
audio that you're satisfied with? 

MS: | don’t know if you ever saw me in a 
studio, you should see me like kind of 
flailing all over the place because what | 
end up doing is putting more body lan- 
guage while creating the voice than you'd 
ever want to visually see but somehow 
you psychologically think that that body 
language is going to permeate itself into 
the voice. | think you just end up going 
more expressive. | suppose the analogy 
would be if you loose your sight you can 
hear things better so if you don’t have the 
ability to be physical visually you try to do 
it vocally. 


CGR: How much improvisation did you do 
for Creature Crunch? 

MS: For this CD-ROM it was a really well- 
written script, but certainly Eugene and 
!...it’s hard [for us] not to improvise. You 
end up improvising the things that might 
make something a little more colorful and 
if the words are colorful enough you are 
happy to say them. 


CGR: Were you and Eugene in the studio 
at the same time quite a bit? 

MS: Yeah, the whole thing was 

done together. 


Voicing 


CGR: What was it like working with 

him again? 

MS: You know Eugene is my oldest friend 
$0 we work together all the time. He’s 
directed me in television, we go back to 
1972 when we did Godspell together. 


CGR: Is Creature Shock your first 
exposure to computer gaming? 
MS: Yes. 


CGR: What impresses you about computer 
gaming? 

MS: Well, | haven't seen the finished prod- 
uct, so it’s hard for me to know. It seemed 
brilliant when we were doing it. When | 
was understanding all the different 
options and all the different variations of 
journeys that you can go through to get 
out of this building, you know Wesley try- 
ing to get out of this haunted house and 
get back to his former self. The maze of 
options are endlessly fascinating to me 
and every time you open a different door 
or go in a different direction you meet dif- 
ferent characters that Eugene and | have 
improvised. 


CGR: Did you find it hard doing comedy 
for a CD-ROM? Did you have to modify 
your style at all knowing it was going to 
be portrayed on a computer monitor? 

MS: To be quite honest you end up putting 
so much stuff out there, whether they can 
use it all or how much they can use of it 
remains to be seen. Eugene and | were 
supposed to be there for four hours and 
we ended up being there probably eight 
hours and we just had a riot doing it. They 
bought a lunch, we kept going. 

{Laughs} 


CGR: Do you plan on doing another 
CD-ROM project then? 

MS: | would do another CD-ROM if the 
circumstances created as much fun as 
this one. 


CGR: You're probably looking forward to 
seeing the finished game so you can see 
what this medium is like. 

MS: Oh, absolutely. Weil, that was the 
other thing that was provacative for me 
was that it’s brand-new and anything that 
is new is most interesting. 
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Previews 


Computer Game Review June, 1996 


The Divide: 


iacom’s latest action-adventure 
game, The Divide: Enemies 
Within, is currently under devel- 
opment and should be complet- 
ed sometime late this summer. In this 
futuristic action-adventure game, you will 
assume the role of a space traveler in 
search of a new planet on which your 
species will inhabit and populate. You 
come across one planet with an icy rift 
within its center that appears inhabitable. 
Upon landing on the planet, you and your 
partner are attacked by native creatures. 


Enemies Within 


While your partner is taken away 
to somewhere else, you are 
placed into a cryo-sleep. After 
waking up eons later, you dis- 
cover that these native creatures 
have integrated your landing 
probe’s technology into their 
own physiologies. It’s now up to 
you to save your own skin from 
these unfriendly monstrosities, 
locate your partner and save your species 
by escaping to your orbiting mothership. 
The intense action immediately follows 
in this fast-moving, first-person action- 
adventure game in which you must rescue 
your partner and retrieve the stolen pieces 
of your landing probe in order to return to 
the mothership. You will be faced with 
over 30 vicious enemies within 10 diverse 
environments and 50 stages, constantly 
creating new challenges and hurdles for 
you to overcome. Each enemy is unique to 
itself, exhibiting individual personas and 
talents which require you to develop intel- 
lectual strategies, as well as strength, in 
order to defeat them. Some enemies will 


even react to what is happening to their 
fellow enemies. The eventual outcome of 
the game hinges on whether or not you 
make a “moral decision” to either save or 
destroy the antagonist, who is simply a 
victim of technology. 

Designed exclusively for Windows 95, 
The Divide: Enemies Within achieves 
superior animation performance of 15 
frames per second by eliminating excess 
graphic data where it isn’t needed during 
animation sequences. There are also plans 
for multiplayer capabilities as well. EGR 


FOR MORE INFORMATION | 
http://www.viacomnewmedia.com/ 


Distributor: Viacom Phone: (212) 258-6000 Developer: Viacom 
System Requirements: Windows 95 Release Date: 3rd Quarter1996 
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Snow Crash 


ne of Viacom’s newest gamest 
games is based on Neal 
Stephenson’s book, Snow Crash, 
about a year ago. It’s an interesting 
spin on the world and the way William 
Gibson would have it be. | tell you all this 
because Viacom is scheduled to release a 
game based on the book later this year. 
The story revolves around a central char- 


®You control an avatar named Hiro Protagonist in 
the Metaverse, a virtual universe. 


acter known as Hiro Protagonist, a part-time 
pizza delivery guy and full-time hacker and is 
one of the designers of the Metaverse, a fully 
detailed 3-D world where you can walk 
around using an avatar and have a virtual 


experience in a strange place. 

The central focus of the 
book involves a new “drug” 
called Snow Crash. Snow Crash 
is only partly a drug, though; it’s 
also part computer virus, and it 
can infect your brain and wipe it 
clean, just as though it was a 
hard drive. 

Though not necessarily 
fatal, Snow Crash can rob you 
of every last thought you've 
ever had and every experience 
you've ever partaken in. The 
real bummer is that the drug 
is delivered only in the 
Metaverse, and, as such, is 
virtually untraceable. All it 
takes is a single look at the 
data and your mind is wiped. You fade to a 
fuzzy whiteness, like the snow on your TV. 
Thus, Snow Crash. 

The game uses a point of view akin to 
the POV of Fade to Black: It’s an over-the- 
shoulder, chase camera 3-D action game. 
The entirety of the game takes place in the 

Metaverse, and it will be up to you (since you 
know all the nooks and crannies and other 
assorted hiding places there) to track down 
the source of the Snow Crash drug/virus. 
Should you fail, the Metaverse will come 


The graphics for Snow Crash are being developed in- 


crashing down around you, and all that lovely 
data that the world revolves around will be lost 
forever. The real dilemma here is, which is 
worse: Losing your mind or having to go back 
to delivering pizzas? It’s a judgment call only 
you can make. 

There are over 30 missions, four winning 
endings and myriad ways to experience mind- 
wipe first-hand. €GR 


ion MORE INFORMATION 
http://www.viacomnewmedia.com 


Distributor: Viacom Phone: (212) 258-6000 Developer: Viacom 
System Requirements: NA Release Date: 3rd Quarter 1996 


Callahan’s Crosstime Saloon 


egend Entertainment 

has announced the 

October release of 

their latest comedy- 

adventure game for the PC with 
Callahan's Crosstime Saloon. It’s 
set to a stereotypical present-day 
bar with the exception that the 
clientele consists mainly of time 
travelers, space aliens and other 
odd individuals. Callhans’s 
Crosstime Saloon also provides a 
new twist on the traditional 
adventure game layout by being 
composed of six separate adven- 
tures, which are organized like a 
television sitcom where each 
episode presents the group of 
regulars with a new problem to 


solve. Because Callahan’s episodes can be 


played in any order while offering a comic 
insight to the human condition, players 
can play through just one of the episodes 
then walk away with a genuine sense of 
accomplishment and satisfaction. Players 
will venture to and from several exotic 
locations, including the streets of 
Transylvania to the rain forests of Brazil to 
the outer edges of the universe in order to 
help Callahan’s regulars solve the more 
difficult dillemas of life. The game’s under- 
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lying premise is that Earth is basically just 
an art exhibit for the gods. One of the 
gods, named Gingranich, wants to elimi- 
nate funds allocated for Earth. Luckily 
enough for Earth, Gingranich’s chief advi- 
sor happens to stop in for a drink at 
Callahan's where he learns some impor- 


tant lessons about laughter and freindship. 


Callhan’s Crosstime Saloon utilizes a 


360-degree panoramic gaming 
perspective, giving the player 
complete control over his or her 
view in any direction. Among 
the many talented members of 
its development team, Josh 
Mandel, a gifted comedic 
writer, provided his comic 
insights to the game, having 
previously designed many 
award-winning games from 
Sierra, including Freddy 
Pharkus and Space Quest VI. 
The Callhan’s universe is 
effectively popularized in the 
seven Callahan’s Crosstime 
Saloon novels written by Spider 
Robinson, winner of three Hugo 
awards and a Nebula. 
Described as “the next Robert Heinlein” 
by the New York Times, Robinson’s 
Callhan’s Crosstime Saloon was also 
named the Best Book for Young Adults by 
the American Library Association. 
Callhan’s Crosstime Saloon will be avail- 
able in both DOS and Windows 95 com- 
patible format and will be distributed 
throughout the U.S. by RandomSoft. €GR 


Distributor: RandomSoft Phone: (800) 788-8815 Developer: Legend Entertainment 
System Requirements: 486/66, 8B RAM Release Date: October 1996 


Settlers Il: Veni, Vidi, Vici 


xplore the uncharted lands of the 
new world and establish your own 
personal empire and defend it 
against potential invaders with 
Settlers Il: Veni, Vidi, Vici, the sequel 
to the successful Serf City from Blue Byte 
Software. Construct your own system of eco- 
nomics and watch your empire grow across 
the plains in this complex, yet easily-managed 
empire-building simulation game. With its 
intriguing 10-chapter story line and many- 
sided missions, you'll be faced with a variety of 
challenges to tackle in a typical, mission- 


based format. You will be in charge of one of 
four separate cultures, consisting of Romans, 
Vikings, Asians and Nubians, each with its 
own distinct military and architectural charac- 
teristics. Engage in cataclysmic battles with 
your armies as you fight to expand your terri- 
tory into neighboring civilizations. As you dic- 
tate and delegate, you can watch up to 65,000 
of your own subjects while they perform their 


various Civil duties simulta- 
neously on the screen. 

By building paths, you can 
determine to most efficient 
route of transit for your 
subjects. There’s even a 
“zoom” feature that will 
allow you to follow any of 
your subjects as they dili- 
gently work non-stop. 
Settlers Il includes hun- 
dreds of of incredibly 
detailed, hand-drawn 
graphics and animations 
in high-resolution SVGA 
graphics. 

Once you've established 
your empire, your subjects will set up mines 
from which raw materials are extracted for 
new construction. You'll need to exercise 
sound resource management skills throughout 
the game in order to maintain the delicate 
economic balance of your empire. By allocat- 
ing a number of subjects to hunt for food and 
to chop and gather lumber, you can increase 
your empire's overall capacity to grow and 
expand. To eliminate traffic congestion on the 
road (a problem that existed in Serf City), you 
will now have the use of donkeys to carry 
several items at a time, speeding things up 


considerably. There are six different types of 
soldiers available as well as lookout towers 
and catapults. Lookout towers will increase 
your field of vision while the catapults will 
maximize your firepower and range. Another 
addition includes seafaring capabilities which 
enable you to build ships and invade distant 
territories. Settlers Il: Veni, Vidi, Vici utilizes an 
intuitive point-and-click interface, complete 
with sizeable windows and an online help 


function. EGR 


FOR MORE INFORMATION 
http://www.bluebyte.com 


Distributor: Blue Byte Software Phone: (708) 539-7950 Developer: Blue Byte Software 
System Requirements: 486/66, 8MB RAM, DOS 5.0+ (Windows 95 compatible) 


Release Date: Spring 1996 
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he next product from the incredibly 

successful Command & Conquer 
strategy-war game is soon to 
make its way onto store shelves this 

fall with Command & Conquer: Red 

Alert. Designated as the prequel the the origi- 
nal Command & Conquer, Red Alert takes 
place before the onset of the second world 
war. Hitler is nowhere to be found. In fact, he 
never even made it to power. But something 


®Red Alert features an all-new tundra 
terrain, unit types and naval forces. 


even more threatening took place; Joseph 
Stalin took the reins of Europe with the brute 
force of his Soviet Empire. City after city and 
country after country have been collapsing 
before the overwhelming might of the Soviet 


Forces. It’s now up to you to 
command your Allied armies 
against the communist 
oppression in this realtime, 
strategy-war game. Keep in 
mind that you won't have the 
typical, technologically 
advanced weapons of mass 
destruction that you’re accus- 
tomed to in Red Alert since it 
takes place in the late 1930’s. 
You will, however, have sev- 
eral new unit types to deploy 
such as spies, attack dogs, 
chemical bombs, medics and 
new naval capabilities which 
include submarines, destroy- 
ers and cruisers. Such historic figures as 
Albert Einstein and Irwin Rommel also come 
into play during the story line as you rewrite 
the history of World War Il. 

As in the original Command & Conquer, you 
can play as either the Allied or Soviet forces. 
Other new additions include maps that are 
twice as large as the original ones, accurate 
waypoint commands that allow you to deter- 
mine the exact route your forces will take and 


Command & Conquer: Red Alert 


improved network capabilities which supports 
up to six players. You can also take on up to 
five other computer players on one machine if 
you don’t have access to a network. Command 
& Conquer: Red Alert will require the original 
Command & Conquer game and would be 
available by this September. EGR 


FOR MORE INFORMATION 


http://www.westwood.com/ 


Distributor: Virgin Interactive Phone: (714) 833-8710 Developer: Westwood Studios 
System Requirements: 486/66, 8MB RAM, Windows 95 Release Date: September 1996 
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Circle of Blood 


ssume the role of an innocent 
American tourist named George 
Stobbard during his stay in 
Paris, where the smell of espi- 

onage, intrigue and excitement are 
in the air. During the first day of his visit, 
George witnesses a bizarre incident in 
which an accordion-playing clown enters a 
cafe, then races out clutching a briefcase. 
Just a few moments later, the cafe blows 
up and George is sent flying from the 
explosion. Apparently, this clown had suc- 
ceeded in killing a man and stealing a 
medieval manuscript that he had been in 
possession of. This mysterious manuscript 
had been created by a 14th century 
medieval order known as The Knights 
Templar. Having witnessed the clown’s 
act, George decides to help the authorities 
by recovering the manuscript from the 


®Circle of Blood’s hand-drawn graphics 
are rich in detail and content. 


assassin’s hotel 
room. 
Unfortunately, this 
only causes more 
problems for 
George by draw- 
ing him further 
into a sinister plot 
to re-shape the 
world involving a 
group of megalo- 
manical Fascists 
who plan to use 
the Templar man- 
uscript’s mysteri- 
ous powers. 
Circle of Blood 
combines the 
excitement of a spy-thriller with the game- 
play of an adventure game. Visually stun- 
ning, hand-painted art is created by artists 
formerly associated with Don Bluth Studios 
(Ali Dogs go to Heaven, An American Tail, 
The Secret of Nimh, as well as the anima- 
tions for Dragon’s Lair and Space Ace). 
Circle of Blood’s engrossing music is com- 
posed by the highly acclaimed musician, 
Barrington Pheloung, famous for 
Nostradamus and Truly, Madly, Deeply. 
Circle of Blood features high-resolution 
640x480 graphics, utilizing an “in game” 


display with 10 parallel layers of classical 
cartoon sequences for cinematic depth. 
Advanced sprite manipulation techniques 
are employed to provide multiple perspec- 
tives as the player explores the inner 
depths of European cities. The various 
backgrounds were first hand drawn in 
pencil then scanned into the computer to 
be colored by hand. Circle of Blood is 
scheduled to be released for the PC CD- 
ROM late this summer. €GR 

FOR MORE INFORMATION 


http://www.vie.com/ 


Distributor: Virgin Interactive Phone: (714) 833-8710 Developer: Revolution Software 
System Requirements: 486/66, 8!MB RAM Release Date: Late Summer 1996 
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“Best Use of Live-Action Footage” 


Toonstruc 


tep into the madcap, 
cartoon world of 
Toonstruck where 
real-life human actors 

come to life in a style 
reminiscent of Who Framed Roger 
Rabbit? Starring such famous 
Hollywood actors as Christopher 
Lloyd, and featuring the voices of 
Dan Casallanetta (otherwise 


known for his portrayal of Homer ® The “Wheel of Love”’ is just one 
Simpson), Tim Curry (Rocky Horror of the many wacky scenes in 
Picture Show), Dom DeLuise Toonstruck. 


(Cannonball Run) and David 

Ogden Stiers (V.A.S.H.), Toonstruck boasts some serious high-quality star 
power. The story revolves around Drew Blanc (played by Christopher Lloyd), 
who is in charge of creating a new cartoon show, but he is currently suffer- 
ing form a horrible case of creative block. By some unexplained event, Drew 
finds himself existing in the imaginary world with his own cartoon creations. 
To return to real world, Drew must make his way through three twisted 
kingdoms and solve a multitude of puzzles and outwit an odd cast of dis- 
gruntled foes. Packed on three CD-ROMs, this extensive puzzle-based 
adventure game features over 100 hand-painted backgrounds and over 
50,000 frames of traditional animation integrated together in a manner 
unlike anything that’s been seen before on the PC. €GR 


FOR MORE INFORMATION 

http://www.vie.com/ 

Distributor: Virgin Interactive Phone: (714) 833-8710 Developer: Virgin 
Interactive System Requirements: 486/66MHz, Windows 95 

Release Date: Fall 1996 
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Grid Runner 


ased on the two 
classic game 
concepts of Tag 
and Capture the 
Flag, Grid Runner (previously 
named Eurit) puts a new 
twist on these types of 
games by adding a 
fantasy/sci-fi setting, com- 
plete with mazes, magic 
spells, robots and monsters. 
With its explosive, hyper- 
speed gameplay action, orig- @It’s the classic games of Tag and 
inal jammin’ techno funk Capture the Flag in Grid Runner. 
soundtrack, complicated 

spells and intricate mazes, Grid runner should appeal to even the most 
experienced gamers. The rules of Grid runner are simple: You must navigate 
your way through complex mazes and capture the hidden flags. The first 
player to capture the designated number of flags wins. The only catch is 
that you cannot capture the flags if you are “IT”, so you must “TAG” your 
opponent before you can collect the flags and vice versa. During your quest 
to capture the most flags, you'll have to contend with various obstacles and 
pests hidden deep within the mazes. While some of these pests must be 
completely avoided, others can actually be used to your advantage. With 
each new maze, you'll be faced with a more challenging opponent and 
maze. There are 16 different levels, each consisting of three stages totaling 
play on 45 planets, including 15 bonus rounds. You'll also be confronted 
with six monster enemies, but you'll have five levels of weapon power to 
achieve, as well as a variety of magic spells at your disposal to eliminate 
your opponents and enemies. Grid runner also features two-player 
moden/serial and 4-player network gameplay modes for the ultimate AN ALL-VIDEO NAVAL 


contest of skill and dexterity. EGR TECHNO-THRILLER ON 4 CD-ROMS 
FOR MORE INFORMATION 


http://www.vie.com/ 


Distributed by Broderbund Software. 


— _— ; . ; Available at your local software retailer 
Distributor: Virgin Interactive Phone: (714) 833-8710 Developer: Radical or call 800.327.1367 to order direct. 


Software System Requirements: |486/66MHz http://www.tsumedia.com 
Release Date: October 1996 
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Voyeur I 


inally, another game for all of 
those chronic voyeurs out 
there. Philips Media and 
InterWeave Entertainment have 
collaborated to produce Voyeur Il, 
a suspenseful CD-ROM mystery adventure 
game dripping with scandal and intrigue. 
In this long-awaited sequel to the critical- 
ly-acclaimed Voyeur, the player will 
assume the role of the voyeur, peering 
inside their neighbor's open windows and 
into their private lives with your video 
camera. In this case, it means preventing 
a murder. The story line of Voyeur Il 
revolves around scientist Elizabeth Duran, 


whose lover has just recently died and 
left her the controlling stock in his bio- 
medical institute Eradicus. His immediate 
family and friends become enraged 
when they learn that he has willed his 
lucrative medical research entirely to 
Elizabeth. When Elizabeth finally discov- 
ers that her lover was intentionally mur- 
dered, she becomes obsessed to identify 
the killer using you as her witness. And 
it's just a matter of time before Elizabeth 
becomes the the next unsuspecting target 
for murder. The plot thickens as you are 
compelled to unravel the mystery behind 
the story of the Cussler family and save 
Elizabeth's life. 

The star-studded cast of actors include 
Jennifer O’ Neill, David Groh (Rhoda, 
Melrose Place and Get Shorty), Karen 
Mayo-Chandler, Matthew Flint, Kari 
Whitman, Kevin Spirtas and Dennis 
Weaver (Gunsmoke and McCloud) who 
makes a special appearance as Sheriff 
John Parker. Each actor delivers a com- 
pelling performance that lures the player 


into Elizabeth’s tangled web of intrigue, 
sex and deceit. In order to save Elizabeth, 
you must carefully manage your illegal 
monitoring, otherwise you might find your- 
self arrested as a peeping tom or even a 
conspirator to murder. 

Voyeur Il includes more than 80 minutes 
of full-motion video, multiple plot scenar- 
ios and a fully navigable 3-D environment 
in which you can interact and explore. The 
PC version of Voyeur II utilizes 
InterWeave's proprietary 8-Bit video codec 
developed in house by Gary B. Smith and 
his team of programmers. An enhanced 
Windows 95 MIPEG version is also current- 
ly in the works. CGR 


FOR MORE INFORMATION 
http://www.philipsmedia.com/media/games/ 


Distributor: Philips Media Phone: (310) 444-6609 Developer: |nterWeave Entertainment 
System Requirements: 486/66, DOS 5.0+, 8MB RAM Release Date: July 1996 


POPE E HEHEHE EERE EEE EE EEE EEE EEE EEE EEE EEE EE EE HEE EEE HE EEEEE EEE EEEEEEEHESEEEEEEEEEEHEEEEEEEEEEEEEEEEEEEEEEEEEEEEHEEEEEEEEE EEE EEE EEEEEEEEEEEEEEE EEE TEESE EE ESE EE EE EEEEEEEEE HH EEEEEHEEE HEHEHE HEHEHE EHHH HEHEHE HHO OE EHHH EHO HEE ED 


Star Trek: 


Generations 


ased on the internationally suc- 
cessful feature film, Star Trek: 
Generations, Spectrum Holobyte 
is presently working on this 
sequel to their popular Star Trek: 
The Next Generation title. In this sci-fi 
adventure game, players will be able to 
assume the role of multiple Star Trek: The 
Next Generation characters, such as 
Captain Jean-Luc Picard and the original 
captain from the syndicated Star Trek tele- 
vision series, James T. Kirk. To enhance 
the authenticity of Star Trek: Generations, 
several of the original movie cast members 
will portray their respective characters, 
including Patrick Stewart as Captain 
Picard, William Shatner as Captain Kirk, 
and Malcolm McDowell as Soran, as well 
as the actual voices of all principal actors 
from Star Trek: The Next Generation, 
including Commander Riker, Dr. Crusher, 
Jordi, Data and Worf. 
The Star Trek: Generations game will be 


Star Trek: Generations will introduce a new first-person POV into its interface. 


a combination of first-person perspective 
action sequences and a third-person per- 
spective interface, featuring challenging 
ship-to-ship battles and strategy sessions 
in stellar cartography, all utilizing the latest 
3-D graphic technologies. The player will 
also be able to take command of the U.S:S. 
Enterprise and defend it during hostile 
encounters with rebel Klingons and other 
marauding aliens. 

The story line of the game will also 
closely imitate the Stat Trek: Generations 
film, in which Kirk and Picard join forces to 
stop Soren from wrecking intergalactic 
destruction with his diabolical device. In 


tradition with the previous Star Trek game, 
Star Trek: Generations will also include 
realistic Star Trek graphics, music and 
sound effects in order to preserve the 
“Trekkie” integrity and authenticity of the 
movie within this game. Vivid cinematic 
sequences have been laid throughout the 
game as well to tie the action together and 
progress the story line. 

Star Trek: Generations will be designed 
specifically for Windows 95 and should be 
released sometime late this summer. CGR 


FOR MORE INFORMATION 
http://www.holobyte.com/ 


Distributor: Spectrum Holobyte Phone: (510) 522-3584 Developer: Spectrum Holobyte 
System Requirements: Windows 95 Release Date: Third Quarter 1996 


Time Lapse 


TE Entertainment is currently 
working on their next upcoming 
CD-ROM adventure game at 
their studios in Carlsbad, Calif., 
set to be released this summer. 
Timelapse Ancient Civilization is the current 
working title for this first-person perspective 
adventure game that will feature movie-quali- 
ty special effects, such as animation and mor- 
phing, complete with high-resolution, full- 
motion video. Its photo-realistic 3-D worlds 
will utilize ray-traced images to create shad- 
ows and reflectivity, accurately recreating out- 


® You will find yourself immersed within 
another historical civilization. 


door images with convincing realism. There 
will also be 360 degrees of panoramic visual 
freedom, as well as the use of a camera to 
capture instant photos of animated life in its 
many different forms. 

The tightly woven story line of Timelapse 


Ancient Civilizations will lure the player to dis- 
cover the secrets behind the Earth's most 
incredible civilizations, including Egypt, 
Mayan, Anasazi and the fictional Atlantis, all 
in breathtaking SVGA 3-D graphics. During 
their enchanting, puzzle-solving journey, the 
player will encounter indigenous terrain, arti- 
facts, artwork, music, sound effects, plant and 
animal life that are all faithfully recreated 
according to each civilization. Every piece of 
information used in designing this game 
draws upon well-researched historical facts to 
support the game's fictional story line. Even 
the various puzzles found throughout the 
game are based on the native games played 
in each culture. 

Boasting over 40 hours of engaging game- 
play, Timelapse Ancient Civilizations will also 
feature multiple story endings to increase the 
game's overall replayability value. You'll have 
all the time in the world to unravel the mys- 


tery of the ages. CGR 


TO DOWNLOAD DEMO 


http://www.im.gte.com./timelapse/ 
thhdown.html 


Distributor: GTE Entertainment Phone: (619) 431-8801 Developer: GTE Entertainment 
System Requirements: N/A Release Date: August 1996 
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n their third TSR, Inc. title, 
Interplay is currently developing 
Descent to Undermountain, the 
first and only 3-D, 360-degree 
action role-playing game that will 
incorporate detailed multicharacter develop- 
ment within the infamous Advanced 
Dungeons & Dragons fantasy world known as 
the Forgotten Realms. Utilizing the same type 
of movement freedom that made Descent a 
bestseller, Descent to Undermountain will 
provide you with 20 magic-ridden dungeon 
levels, including hundreds of passages 
beneath the famous city of Waterdeep. You 
will be able to build a team of four players 
and assign them to specific tasks—whether it 
may put them in extreme danger or enable 
them to reap huge rewards in treasure and 
character growth. Along the way, your band 
of characters will encounter gruesome mon- 
sters who range from the typical Orcs and 
Ogres, to the full-blown mad Wizard Halaster, 
Apprentice Wizards, Dragons, Dwarves, 
Halflings, Elves and the much feared Dark 
Elves known as the Drow. Descent to 
Undermountain also features advanced multi- 


® At last, a Descent-like RPG. 


player options that allow you to join with 
three other players and enter the most fre- 
quently visited city in the Forgotten Realms, 
Waterdeep, then descend into the ominous 
dungeons located beneath the city’s streets 
and buildings. 

With its incredibly detailed 3-D polygon 
monsters and panoramic environments, you'll 
find yourself completely immersed within 
Descent to Undermountain’s Advanced 
Dungeon & Dragons fantasy world. €GR 
FOR MORE INFORMATION 


ttp://www.interplay.com 


Distributor: |nterplay Phone: (714) 553-6655 Developer: Interplay 
System Requirements: N/A Release Date: 3rd Quarter 1996 


Tucker 
Trouble 


omark Software will soon be 
shipping Merit Studios’ latest 
comedy-adventure game, 
Double Trouble. Its protagonist, 
Bud Tucker, is a teen-age delivery 
boy by day for the Muddy Creek branch of 
the Pizza-U-Like franchise and lab assistant 
by night. One day, Bud’s mentor, the 
Professor, requests Bud's presence for his 
nearly completed invention, the Duotronic 
Replicator. Bud rushes over to see the 
Professor's latest invention when all of a 
sudden, Bud is squashed helplessly behind 
a door by the evil Dick Tate. Laughing 
uncontrollably, the evil Dick Tate kidnaps 
the Professor and steals the Duotronic 
Replicator. After the commotion subsides, 
Bud manages to crawl out from behind the 
door only to discover a matchbook from Big 
Al's strip joint in Barryville, carelessly 
dropped by the evil Dick Tate. It’s up to Bud 
to trace the whereabouts of the Professor 
and his powerful invention, then put the evil 
Dick Tate permanently out of business. 
Double Trouble utilizes a simple, yet ver- 
satile point-and-click interface that provides 
complete control over Bud Tucker's actions. 
There’s even a Talk To Option that allows 


nt LT 


© Bud must stop the evil Dick Tate and 
repossess the Duotronic Replicator. 


the player to interact with the various char- 
acters. There are 70 different locations to 
explore, including an underground subma- 
rine hangar, the Barryville museum and the 
interior of a small cardboard box. Each of 
the detailed locations feature clues and 
visual gags, some involving matching comi- 
cal sound effects. In order to complete the 
game, players must identify and follow the 
clues, interrogate witnesses left and right 
and solve the many puzzles that will lead 
you to the Professor’s location to recover 
the Duotronic Replicator. With Double 
Trouble’s humorous content, intriguing story 
line and colorful VGA graphics, players 
should find themselves hopelessly captivat- 
ed for hours of quality entertainment. EGR 


FOR MORE INFORMATION 


ttp://www.domark.com/ 


Distributor: Domark Software 

Phone: (415) 513-8929 Developer: Merit 
Studios System Requirements: 486SX/25 
or better, DOS 5.0+, 8MB RAM, 2x CD-ROM 
drive Release Date: August 1996 
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Mindwarp 


ntering into the action-arcade mar- 
ket, Maxis has created its first 3-D 
fast-action title. The Mindwarp will 
feature superior 
3-D “Roller Motion” technology, pro- 

viding ultra-smooth graphic animation and 
realistic control. Piloting a Synaptic Probe 
vehicle, the player must battle a deadly con- 
stellation of alien adversaries while flying 
down twisted, three-dimensional corridors of 
an alien dreamscape. With its advanced arti- 
ficial-intelligence engine, the player will need 
to depend upon strategic thinking in order to 
survive. Should the player decide to sense- 
lessly shoot and destroy everything that 
moves, they will find themselves unable to 
survive inside the Mindwarp world. While 


® Exotic 3-D graphics and a superior “Roller Motion” engine promise to provide an 


incredible space-age gaming experience. 


some things must be eliminated, others must 
remain unscathed in order for the player to 
succeed. The Mindwarp world is essentially a 
conscious and living reality, capable of devis- 
ing rewards and punishments according to 
the skill and ability level of the player while 
responding to every bit of input the player 
makes. As the player progresses through the 
Mindwarp’s challenging levels, they will come 
closer and closer to discovering the truth 


behind the mystery of The Mindwarp. 

Set to be released this summer, The 
Mindwarp will be available for DOS and 
Windows 95, and a downloadable interactive 
demo will be available in May for players to 
get a small introductory taste of what The 
Mindwarp is all about. EGR 


TO DOWNLOAD DEMO 


http://www.themindwarp.com/ 
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SimCopter 


axis has added yet another expansion disk to their 
incredibly successful SimCity 2000 game, but this time 
you will actually have the means to experience your 
SimCity close-up from the aerial view of a helicopter. In 
SimCopter, you will pilot your very own helicopter while flying vari- 
ous missions through a SimCity 2000 city in full-3D. With 
SimCopter, you can zoom between skyscrapers and arcologies they 
created with SimCity 2000. As an added responsibility, you'll be 
confronted with challenging missions involving “crisis manage- 
ment” such as apprehending criminals or saving innocent citizens 
from burning buildings. As the game progresses, the missions will 
increase in difficulty and complexity. If your successful in complet- 
ing the first few missions, you'll then be given the opportunity to fly 
more advanced helicopters and upgrade your equipment for subse- 
quent missions. SimCopter is currently being developed by co- 
founder of Maxis and chief designer, Will Wright, and the final 
product should be on the shelves sometime this summer for 
Windows 95, featuring SVGA graphics and digital sound. €GR 


FOR MORE INFORMATION 


http://www.maxis.com/ 


Distributer: Maxis Phone: (510) 933-5630 Developer: Maxis 
System Requirements: Windows 95 Release Date: 3rd Q, 1996 


Distributor: Maxis Phone: (510) 933-5630 Developer: Maxis 
System Requirements: 486/66, 8/B RAM Release Date: June 1996 
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SimGolf 


imGolf is the first sports title for Maxis and promises 
to be the most realistic and comprehensive golf 
simulation game available to date. Experienced 
computer golfers seeking a more true-to-life golf 
simulation experience will now be able to roam the 
course in any direction with SimGolf’s unique 3-D perspective. 
Want to create your very own course? No problem. SimGolf 
will have a built-in 
course editor and 
an online tutorial 
hosted by world- 
renowned course 
designer Robert 
Trent Jones, Jr. 
providing you with 
the tools and talent 
to construct the 
championship 
course of your 
dreams. Tired of 
that unrealistic 
“power-bar” golfing ®SimGolf is a bit of a departure from 
interface? The revo- the usual Sim titles from Maxis, but, 
lutionary new hopefully, it will deliver like the rest. 
MouseSwing inter- 
face simulates the club swing by pulling the mouse back to 
line up your shot, then pushing it forward to strike the ball. 
You'll also have the option of playing SimGolf with your distant 
friends over the Internet and actually see them on the course 
playing in realtime, making it the only golf game in existence 
to support this capability. SimGolf will be released this summer 
for Windows 95, featuring SVGA graphics and high-quality, 
digitized sound effects. EGR 
FOR MORE INFORMATION 


http://www.maxis.com/ 


Distributer: Maxis Phone: (510) 933-5630 Developer: Maxis 
System Requirements: Windows 95 Release Date: 3rd Q, 1996 


RAMA 


ome gamers feel that for the longest time Sierra had a hard 
time putting out an adventure game that anybody wanted to 
play. They'd keep rehashing the same old “save the princess” 
or “save the universe” storylines. Now, however, there’s some- 
thing to look forward to. It seems that Sierra On-Line has managed to lay 
its hands on the best-selling 
RAMA books by Arthur C. 
Clarke and Gentry Lee. 

For those not familiar 
with the RAMA books, the 
stories are set about 200 
years in the future. A huge, 
enigmatic, cylindrical alien 
artifact comes wheeling 
through the solar system on 
a long trajectory that will 
Carry it very near the Earth. 
A team of astronauts is ®Arthur C. Clark makes an expected 
quickly assembled, loaded appearance in RAMA. 
on whatever passes for a 
spaceship in that era and hustled off to check the thing out. Soon after 
the team has docked with the object, the captain on the mission suddenly 
dies. You are hand-picked to replace him. It will fall to you to discover the 
mysteries of RAMA: where it came from, who made it and where it’s 
headed. 

RAMA is a blend of puzzle-solving and storytelling in the traditional 
Sierra fashion, but with new twists added to the mix. Arthur C. Clarke 
himself appears in several full-motion video sequences. An original score 
has been crafted for the product, which features dazzling artwork and 
character animations that are, according to Sierra, “exquisite.” 

Slated for an October 1996 release, RAMA will be implemented for both 
the Windows 95 and Macintosh platforms. Sierra has set a manufacturer's 
suggested retail price of $59.95 on it, although actual street should be 
somewhere in the $45 range. €GR 


FOR MORE INFORMATION 


http://www.sierra.com/ 


Distributor: Sierra On-Line Phone: (206) 649-9800 Developer: Sierra On-Line 
System Requirements: 486DX/66MHz, Windows 3.1+ or Windows 95, 8MB 
RAM, 2x CD-ROM drive Release Date: October 1996 
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Micro Machines 2 


rab your favorite Micro Machines and get set to race them across 50 
different intricate race tracks, ranging from the kitchen counter to the 
bath tub. Choose from 17 different types of air, land, and sea Micro 
Machine vehicles, 
such as monster trucks, 
dune buggies, helicopters, drag- 
sters and more. You'll compete 
with up to four players simulta- 
neously and up to 16 people 
can compete in a “knockout” 
tournament for the ultimate 
multiplayer gaming experience. 
Race through different weather 
conditions and other challeng- 
ing conditions while mastering 
jumps and avoiding menacing ® Navigate your Micro Machine around a 
obstacles. You race against your pool table at high speeds. 
friends or computer opponents 
in a challenge race against three other drivers, head-to-head against one other 
driver, in a four division Super League or just against the clock in a time trial. A 
full-blown Construction Kit has been included so that you can create and cus- 
tomize your own vehicles, tracks and even weather conditions for your very own 
race course. EGR 


FOR MORE INFORMATION 


http://www.gametek.com/ 


Distributor: GameTek Phone: (415) 289-0220 Developer: Codemasters and 
Supersonic System Requirements: 386SX/25MHz, DOS 5.0+, 4MB RAM, 
CD-ROM drive Release Date: Spring 1996 


wt HYOMLANADWUT cee 


Feature —— 


Computer Game Review June, 1996 


pA 20M onkren 


Three days of 3-D, DirectX 
and future technology at 
the Computer Game 
Developers Conference 


@ The 3-Dfx booth was the hip and happenin’ place to be at 
the show. Though the boards were on demo for free, this 
party was strictly “bring your own drool.” 


here was so much 
going on at this year’s 
Computer Game 
Developers 
Conference that | 
can only give you a 
basic overview of it. The 
whole show boils down to 
three main areas: 3-D graphics accelera- 
tors, the Internet and drinking a lot. 

3-D graphics chipsets and boards 
were everywhere. You couldn't swing a 
dead cat without having it rendered and 
played back at high speed. ATI's 3-D 
Rage, Diamond Multimedia’s Stealth 3-D 
2000 and Matrox’s Millenia were the 
boards du jour; each company had promi- 
nent displays showcasing their efforts. 
Chipset manufacturers included nVidia, 
3dlabs, S3, Rendition and 3Dfx. 

The Internet was the subtopic of 
choice, it seemed, at this year’s confer- 
ence. While there were few seminars held 
last year concerning the net, this year’s 
had no fewer than 16 seminars or round- 
tables dedicated to developing games for 
the Internet. Although the Internet 
accounted for only about 7 percent of the 
total number of seminars held, it repre- 
sents about 10 percent of the actual con- 
tent. Compared to last year, this is a big 
surge. 

Finally, there was the drinking. Even 
though the conference had a massive 
show floor where all the hardware and 
design-oriented software was being dis- 
played, and even though there was an 
entire ballroom dedicated to the CGDA 
Job Fair, and even though the seminars 
were usually jammed with like-minded 


people, 95 percent of the actual business 
done at the show was conducted in and 
around the bar in the Westin Hotel adja- 
cent to the conference center. The most 
telling remark | heard during the show 
was from one of the waitresses at the bar. 
When | asked her how much money she 
expected to clear during the course of the 
conference (three days), she replied, “! 
expect I'll make enough to pay for a full 
year of college from this.” I'm apparently 
in the wrong business. 

The show floor at the CGDC is begin- 
ning to look a lot like a smaller version of 
the floor at the Electronic Entertainment 
Expo (E). Flashing lights, loud music and 
sounds and booths that keep getting big- 
ger and bigger. The largest booth at the 
show was the one occupied by Intel, who 
unveiled their MMX chip technology for 
their new class of Pentium products. What 
MMX does is add 57 new instructions to 
their standard Pentium architecture that 
provide methods for developers to 
enhance their products in terms of video, 
graphics, sound and communications. 
Unsurprisingly, most of the industry is 
turning to follow Intel’s lead, with support 
already voiced from Microsoft, ATI, S3, 
Diamond, ad infinitum, ad nauseam. 
Processors that incorporate the new 
MMX instruction set will carry the desig- 
nation P55C, as opposed to the extant 
P54C. Sadly, Intel also hosted the worst 
event of the entire show, the Intel Mystery 
Event. The only mystery involved was why 
| bothered to show up. 

Most of the show floor was taken up 
by the various booths housing 3-D 
chipset vendors. 3Dfx had the most 
prominent display, as they were located 
directly at the entrance to the hall. 
Rendition’s booth was behind Intel’s, and 
their monitors were showcasing, among 
others, Quake and Zone Raiders (Quake, 
by the way, still looks like crap). nVidia 
Corporation, makers of the NV1 chipset 
on Diamond's Edge 3D board and drum- 
beaters for spline vs. polygon technology, 
were situated right next to 3dlabs, who 
were demoing their new Delta bridge for 
their GLINT and PERMEDIA chips. Off in 
a distant corner of the floor was S3, who 
had adopted the low-key approach to 
marketing their new VIRGE and ViRGE/VX 
technologies by pawing at anybody who 


passed by wearing a press badge. 

id Software has already deemed 
Rendition’s Verite chipset their chipset of 
choice, but for my money I'd rather go 
with the Voodoo Graphics chipset from 
3Dfx. This chipset was simply stunning 
and it made every other chipset look sort 
of cheap and tawdry. Most impressive 
was their demo of a game designed 
specifically for the chipset called “Valley 
of Ra.” The Voodoo Graphics chipset was 
the only technology | saw at the show 
that left me absolutely speechless, pro- 
ducing 500,000 fully detailed (Gouraud 
shaded, texture-filled, anti-aliased, Z- 
buffered, etc.) polygons at 30 frames per 
second on a Pentium 100. 

Other hardware manufacturers show- 
casing new products were CH Products, 
who had a force feedback joystick and 
Logitech, who was showing the Wingman 
Warrior. Both products looked interesting 
in a half-designed sort of way. Forte had 
both the Cyberpuck and Cybergun on the 
floor, both of which can be used for 3-D 
game control. The Cybergun was the 
more interesting of the two, but just bare- 
ly. Off the floor, Forte was giving private 
viewings of its new 640x480 screens in a 
product that will probably be called the 
VFX2; the resolution and movement 
tracking impressed the hell out of me. 
They also had something that they were 
calling “the glove” that could track finger 
movement, as well as hand pitch and yaw 
(rotation hadn’t been implemented yet). 
They asked me to give them a call if | 
ever figured out something that could be 
done with it. E-mail any ideas you might 
have to support@fortevr.com. 
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The big news story of the event, 
though, was the release of the Game 
SDK2 beta incorporating Direct3D by 
Microsoft. It was everywhere. Nearly 
every seminar mentioned the DirectX 
drivers at least once; most mentioned it 
passim. The day after the conference 
ended, Microsoft had a full day of 
DirectX seminars; these included semi- 
nars by hardware and software vendors 
(including Intel, ATI, et al.) on how the 
DirectX APIs could be enhanced by 
directing software hooks to their hard- 
ware and the APIs. One of the most 
interesting comments | heard at the 
conference was from a source at 
Microsoft, who sort of casually men- 
tioned that they had managed to get the 


DirectX drivers to work with Windows 
NT. Hmmm... 

Internet gaming companies were out 
in force at the event. Total Entertainment 
Network and Catapult both had show 
space, and representatives of CNet were 
also seen running around the show. This 
comes as no surprise, really, as it looks 
as though Internet gaming is finally 
going to become a real force in the 
industry. In addition, Microsoft was 
showcasing their DirectPlay Internet 
Gaming Architecture, allowing develop- 
ers to incorporate Microsoft's DirectX 
APIs into their online games. Rumors 
were flying that the Justice Department 
was looking into this aspect of Micro- 
soft’s business empire. All | want is great 
games to play; if the JD interferes with 
that, I’m going to be really pissed. 

lf sound was what you were hanker- 
ing for, there was some news on that 


rendered and played 
back at high speed. 


front, as well. Spatializer had their new 
Windows 95 API that would allow game 
developers to access the Spatializer IC. 
This bit of circuitry has already been 
licensed by a number of soundboard and 
motherboard developers; you can find it 
in, among many other products, Compaq 
and Seiko Epson PCs, Labtec speakers 
and Everex, Orchid and STB sound cards. 
QSound rolled out QMixer95, a develop- 
ment tool that basically does in software 
what Spatializer does in hardware. 
QSound has signed agreements with EA, 
Sony, Looking Glass and Activision, 
among others. Its chief attraction is that 
there is no need for specialized hard- 
ware to interpret it, making for ease of 


portability. Creative Labs announced 
SoundFont 2.0, which allows gamers to 
patch their own General MIDI layouts 
directly into any game regardless of 
what the developer intended. Don't like a 
particular instrument or sound? Replace 
it with one of your own. It may sound 
odd, but think of the possibilities. 
Mechwarrior 2 with banjos, anyone? 

The show closed with a gigantic 
party called “Pax Romana” thrown by 
Microsoft. Frat boys would have felt right 
at home at this event, as it was basically 
a huge toga party held at the University 
of San Jose’s basketball arena. Togas 
and bags of gold coins were thoughtfully 
provided, in case you didn’t pack one. 


Plenty of beer and wine, grapes and 
food for all. In all, about 1500 people 
showed up, and the atmosphere was 
festive and filled with the Silly String that 
Microsoft was handing out to all who 
wanted some. By the time the evening 
was winding down, approximately 5000 
cans of the stuff had been expelled 
about the room. Athletic events were 
scattered around the periphery of the 
main floor, including Gladiator Jousting, 
Human Bowling, Wine Barrel Racing and 
the ever-popular Bungee Marathon. 
There were several events that featured 
competing companies; for instance, 
Henry Choy from 3dlabs battled against 
one of the guys from Black Dragon 
Software. Henry lost, and that brings us 
to the next topic for discussion: slaves. 
The losers of their individual events were 
auctioned off on the main stage amid 
much hooting and hollering; for the next 
15 minutes, they had to faithfully follow 
their “master” around and feed him or 
her grapes. Henry got sold to Kate 
Seekings at Microsoft, whose only expla- 
nation on why she bid so high (65 gold 
coins) for his services was “revenge.” 

All in all, the CGDC this year was a 
far cry from years past, and yet much of 
it seemed eerily similar. You couldn't 
walk 15 feet without running into five 
people you knew, and so the event was 
incredibly friendly. Despite the rivalries 
that some companies seem to have with 
each other, there’s very little of that rival- 
ry among the developers. Many of them 
have been in this industry for over three 
years, and there are several who've been 
here since the bad old days of the C64. 
Ideas get exchanged and reborn, and 
the games we all get to play benefit from 
the trading of these ideas every year. CGR 
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: . ®Some of the cutscenes from Red 
_ Sector utilize the engine used for New 
~World’s Wetlands. 


“ 


coming lineup 
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Tales of Chaos, War and Magic: 
getting to the heart and soul 
of New World Computing’s 


®Wages of War mixes business sim with down-n-dirty 


ail 


squad level tactics. 


by Ted Chapman 


ew World Computing’s been doing a lot of what they 
do best lately: building games that people will want 
to play. In talking with the president of the compa- 
ny, John van Caneghen, | got the distinct impres- 
sion that he had a tightly controlled focus of the 
types of products he wanted to work on, and it 
boiled down to the mantra that is uttered by all dedi- 
cated gamers, “Give me something fun.” Thus and there- 
fore, | spent a couple of days poking around the nooks and crannies and 
just basically getting underfoot at their headquarters in Agoura Hills, 
California in early April. I've gotta admit, JVC wasn’t kidding; everything 
| saw looked like it could be a winner. 

By the time you read this, Chaos Overlords (which has run in demo 
form on our gameDISC already) should be out. This is a multiplayer turn- 
based game where the player attempts to take control of an entire city 
through the employment of gang warfare. Up to six players per game, 


_ than just a show of force. Set up a decent gang of mercenaries, but bal- 
ance it out with spies and enforcers, because if you don’t, you'll find 


yourself taking heat from unknown sources. I’ve already learned this the 


hard way, since | spent some of my time at the company playing against 


the folks who designed the game. As with any good strategy game, there 
is a certain amount of luck involved in play, akin to rolling dice against 


another person in an RPG. It can be played “hotseat” style, where play- 


ers take turns at the same computer, or via network, modem or the 
Internet. Real-time conversation on a player-to-player basis gives you 
the option of forming alliances or just taunting each other. Beware, 
though, as you'll find yourself so absorbed that you may forget to do 
basic things, like eat and sleep. 


Wages of War will be the next game out, 
with a purported ship date in September. An 
interesting take on mercenary warfare, 
Wages of War not only has your running 
squad-level tactical missions in a manner 
similar to XCOM and Jagged Alliance, you'l| 
also need to focus on the business side of 
running a company. WOW puts you at the 
helm of a guns-for-hire outfit in the near 
future. Due to a tactical nuclear war con- 
centrated in the Middle East, the world’s 
largest oil reserves have become unusable. 
Therefore, most of the world’s military 
forces have had to be scaled back, as it has 
become too expensive to operate them. In 
their place, mercenary companies have 
stepped in to perform that which the 
nations of the world no longer can: persua- 
sion. You'll have to hire your merce- 
naries, negotiate “hit” contracts, and 
maintain a level of prestige so that 
other mercenaries will want to work 
for you. It does no good to succeed in a mis- 
sion if 90% of your mercs get killed. This is 
a single-player game, with approximately 
fifteen missions to perform per game; addi- 
tional missions will come out in the future to 
supplement the initial release. What | saw of 
the game looked engaging, offering every- 
thing that fans of both XCOM and Jagged 
Alliance will want, plus some extra goodies. 

While | was at CGDC, | managed to get 
some time to talk to the developers of Red 
Sector, which will ship in October from New 
World. This game represents a real risk on 
the part of New World, as it is something of 
a departure from the types of games they've 
released in the past. The game is set in a not 
too distant future, when the world has 
entered into the kind of future imagined in 
all those Terminator movies. Computer con- 
trolled drones fill the skies on a mission to 
exterminate humanity. A top scientist devel- 
ops a human-machine interface that con- 
nects a pilot’s brain directly with their air- 
craft, making them deadly killing machines; 
it appears to be humanity's last hope in the 
war against the machines. Unfortunately, 
the interface has a fatal flaw: only one pilot 
in the world can use it. You play Jake 
Mason, the cyborg pilot. It is your mission to 


hunt down the drones that 
threaten to destroy mankind. 
For fans of Heroes of 
Might and Magic, New World 
is currently in development on 
Heroes 2. This new version 


sights and complaints that 
folks had with the original. It seems that the 
most frequently heard comment they 
received was about the size of the battle- 
field, and how there was very little room to 
manuever. Heroes 2 has quadrupled the 
size of the battlefied, making for more strat- 
egy-oriented (rather than hack-and-slash) 
combat. The Al has also been given a thor- 
ough going over; although | found few 
problems with the original Al, the designers 
seemed to think that it wasn’t quite as good 
as it could have been. For fans of the origi- 
nal’s artwork, new creatures are being 
added and original creatures are being 
given greater degrees of detail, and, 
because they don’t take up nearly as much 
of the combat screen now, the animations 
have also been upgraded. Two new hero 
types have also been added, and the net- 
work play has been upgraded from four to 
six players. Best of all, the game will ship 
with its own scenario editor so that you can 
build levels at will. The basic idea in build- 
ing the sequel was not to change the actu- 
al game, which was and is excellent, but 
to give people more options and features. 

One huge announcement the powers 
that be at New World fed to me was that 
they had just started production on Might 
& Magic VI, the latest in the series of 
hugely successful CRPGs that includes 
Isles of Terra and World of Xeen. Most of 
the details of the game have not been 
completely worked out, and so the 
screens that accompany this article may 
Or may not actually be in the game (as of 
this writing, they will be). And, for those 
fans of multiplayer games, Might & Magic 
VI will also go online, probably on AOL 
and other services. Don’t expect these 
two games soon, though, as it is very early 
in the development cycle for each. Both 
are expected to release in late 1997. CGR 


LAST TURN EVENTS 


Red Sector is an all-out shoot-em-up with 
corrects some of the over- stunning graphics. 


“This game 


represents a real risk 


on the part of New 


World, as it is some- 


thing of a departure 


from the types of 


games they’ve released 


in the past.” 
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Queens 


here have been several 
CD-ROM entertainment 
titles put out lately by 
rock ‘n’ roll bands, some 
have been good and 
some have not. Now there 
is a CD-ROM available con- 
ceived by rockdom’s premier concept 
album artists, Queensryche, and it is every- 
thing you would expect from such a cre- 
ative band. It’s called Queensryche’s 
Promised Land and is a companion to the 
album of the same name. 

lt comes as a two CD-ROM set. One disk 
contains a game that is very Myst-like with 
well-rendered artwork that challenges the 
player to a game with a very nice video 
introduction in which you see a totem pole 
sculpted in the manner of the Queensryche 
logo. The narrator tells you that you have to 
find the pieces of the Tri-ryche, exploring 
its fanciful world as well as solving puzzles. 
There are different locations called “artist 
worlds.” One is a thriving dense forest, 
another is an erotic cityscape. Everywhere 
you explore is part of the game to find the 
missing pieces of the totem pole. The pay- 
off for finding the totem pieces is a music 
video written and performed exclusively for 
this CD-ROM called “Two Miles High.” 

The other CD-ROM is a wonderful re- 
creation of the band’s work on the 
Promised Land album. This voyeuristic pre- 
sentation is a glimpse behind the scenes, 
giving the user the opportunity to see the 
band work on and produce albums. The 


“There is a depth 
to Queensryche’s 
Promised Land that 
cannot quite be 
put into words.” 


setting for this is a real-life 3-D rendering 
of the actual cabin and area the band lived 
and worked in. There are tons of intimate 
videos with all the band members: Chris 
DeGarmo, Eddie Jackson, Scott 
Rockenfield, Geoff Tate and Michael 
Wilton. All of them have special areas 
called worlds, so you can visit Chris’ World 
or Geoff's World by wandering through the 
house and entering’ different rooms. | found 
the video segments to be revealing and 
top-notch in quality. | used the word “inti- 
mate” before and this is the feeling you get 


while exploring “Big Log,” which is what 
the Pacific Northwest cabin was called. 
Queensryche gives the impression that they 
are very real people who happen to be 
making music and albums. Their insight on 
what motivates them and how they relate 
to each other comes across in the very nice 
presentation of Big Log, and there is plenty 
to see. Besides the interview clips, there 
are full-length videos of “I Am I,” “Bridge” 
and “Disconnected” from the Promised 
Land album. 

Queensryche’s Promised Land CD- 
ROM has a depth to it that cannot quite be 
put into words. It is everything | had hoped 
it would and more. Each artist’s world is 
uniquely imaginative to the band member 
for whom the world is named. For instance, 
in Chris’ World, you explore a lighthouse. 


Promised Land 


One of the puzzles you'll have to negotiate 
is to get to the guitar. While in Scott's 
World, it is that erotic cityscape | men- 
tioned earlier, Eddie’s World is the thick 
forest (of delights?) and you'll find a 
strange Stonehenge-type place that is sure 
to play a part in the game. You do have to 
reset your mindset when you boot this CD- 
ROM up or you'll be trying to experience 
everything too fast. | do recommend this 
double CD-ROM set and it is good to see 
rock’s nearly lone concept (and much 
underappreciated) band extend their reach 
and produce this unique experience via the 
computer. €GR 

-Steven Greenlee 


FOR MORE INFORMATION 
prpgroup@aol.com 


Distributor: EMI Records & Virgin Phone: (810) 260-4776 Developer: Media X 
System Requirements: Windows/Mac Hybrid Price: $49.95 


Saturday Night Live Goes Political 


hile there may have been some 
hard times of late for the ven- 
erable television comedy show 
Saturday Night Live, there’s no 
shortage of fun in this new CD-ROM 
from Berkeley Systems called Saturday 
Night Live Goes Political. Yes, Berkeley 
has scoured the years and have compiled 
some of the wittiest and funniest political 


Ronald Uihon. teagau 
ET aaa 


® There are full presentations of some of 
SNL’s most talked about sketches. 


satire done by the SNL crews and put 
them in this CD-ROM. It is as you would 
expect, but this is a classy little CD-ROM. 
The interface is a voting booth motif 
with a wide variety of areas to access. The 
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seven categories are: Presidents, 
Politicians, Elections, Timeline, The World, 
The Press and Games. All told there are 
some 300 full-motion video clips with 
sound. Some of the clips are the short but 
very funny quips, while others are the full- 
blown skit as in the case under 
Presidents. Click on Ronald Reagan and 
you will get a bevy of the choicest skits on 
the former president. One skit is the now 
pseudo-infamous one where Ron Reagan, 
Jr. did the Tom Cruise dance to “Old Time 
Rock ‘n’ Roll” in his underwear. In addi- 
tion to those, there are news briefs and 
commercials. 

If that doesn’t whet your appetite for 
more, try one of the four arcade-like 
games. One game is called Newt’s House 
where, like the popular carnival Wack-a- 
Mole game, you click on Newt and try to 
hit bills passing in front of him. The more 
you gavel into law, the more points you 
earn. Another funny game is a Pac-Man- 
like game done SWNL style where you con- 
trol Bill Clinton and have him gobble up 
packs of french fries without being caught 
by a Secret Service man. 
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BUSH 
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® Besides skits, see some of SNL’s most 
hilarious political commercial parodies. 


Mostly I’m not a big fan of these types 
of CD-ROMs, mainly because | feel short- 
changed, but not this time. Saturday Night 
Live Goes Political is fun and funny. Lord 
knows, in the face of the real political 
world, we all need an hour or so with this 
CD-ROM just to keep our sanity. CGR 

-Steven Greenlee 


FOR MORE INFORMATION 


http://www.berksys.com 


Distributor: Berkeley Systems Phone: (510) 540-5535 Developer: Broadway Video 
System Requirements: Windows/Mac Price: $29.95 


Better Homes and Gardens: 


101 Weekend Projects 


re you one of those people who 
likes watching all the do-it-your- 
self programs on PBS? Do you 
secretly yearn to be a master car- 
penter and become the next star of 
This Old House? Then Better Homes and 
Gardens: 101 Weekend Projects is for you. 
Yes, this CD-ROM from Philips Media is 
chock-full of projects you can do yourself. 
The project categories are: Easy upgrades 
to your home furnishings; Creative projects 
for outdoor living; Affordable accents; Great 
paint techniques; Storage solutions; Ideas 
for well-dressed walls; Window wise; and 
Bright ideas. All these categories are 
searchable. All the projects are designed to 
be finished in one or two weekends at 
most. There are well-written instructions 
which are complemented by narrated 
instructions and a video slide show. | found 
the instructions on all the projects | looked 
at (which was most of them) to be clear 
and concise, a very important consideration 
in this genre of CD-ROMs. If you can’t take 
your computer with you wherever you'll be 
working, you can print out all the instruc- 
tions. These instructions include all the 
items you'll need to complete your project. 
Be sure to check out the tips section as the 
editors of Better Homes and Gardens mag- 
azine have some great advice. 
| am not gifted at all in doing anything 
like building a bird house or painting a 
room with taste, but Better Homes and 


F You can create one-of-a-kind 
| stepping stones with prefab | 
| cement stepping stones, 
| ready-mix mortar, and your 
favorite “toppings” - from 
bright tiles, marbles, and 
| jewelry to metal miniatures, 


_ toys, and shells. The depth 

_ of the mortar layer - 
typically 1/2 to 1 inch - 

_ depends on the thickness of 
the objects to be used. 


ee . 
TIONS 
ing them easier to do. 


Gardens:101 Weekend Projects makes it 
look easy enough that even | could do it. 
What | could do without, though, was the 
Bonus Projects. This is a come-on to send 
away for additional plans at prices from 
$10+ which is a little too much considering 
the CD-ROM is a bit pricey at $40. This 
area should be more clearly labeled as a 


tet ataaaaay 5 pay 


@ Each project comes with step-by-step video instructions that are easy to 


z ‘ aL a 
follow mak- 


sales pitch because it really is not a bonus 
section. Other than that, get yourself a 
hammer and this CD-ROM and work your 
weekend away. €GR 


-Steven Greenlee 


FOR MORE INFORMATION 


http://www.philipsmedia.com/media/home 


Distributor: Multicom Publishing Phone: (310) 444-6100 Developer: Philips Media 
System Requirements: Windows/Mac Price: $39.99 
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Don’T JUST YOKE ROCKETS, 


DANCE WIT tau, 


SING 4 sone 10 my, 


THEIR 


Mi oft 
WHERE DO YOU WANT TO GO TODAY ?™ 


You play games like a natural born gamer. 
Enveloped in digital optical technology, 

you fire with the accuracy of an eagle 

packing high powered binoculars. 

Every minuscule move you make is 

transmitted quickly down the line of fire. 

Every handle rotation, a new twisted 
SideWinder™3D Pro gamer viewpoint. 

You and the joystick are one. 

And this is one joystick that never begs for mercy, 
as its optical tracking system has no moving parts 


to grind or molest. 
N 3 di | f S Bullets curse when they miss, listen. 
It's a phenomenon known only by those who choose 


&@ joystick that needs no re=calibration 

and tracks you at the speed of light. 

This is the jet black void of the gaming experience. 
This is the SideWinder 3D Pro joystick, compatible 
With all MS—DOS°=based and Windows® 95—based games, 
the elder of the SideWinder joystick family. 

All the dexterity of a gaming demigod is yours to 
call upon, and with one finger you vent retribution 


on every Shiny dark destructive heart. 


©1995 iiicrosoit Corporation. all rights reserved. iiicrosoit, iiS—-LOS and Windows are registered trademarks and SideWinder and where Do You want To Go Today? are trademarks o1 iiicrosoit Corporation. 
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StereoGraphics’ SimulEyes VR 


Deceiving Your Eyes 


t's an interesting time in the 
gaming industry. 
Everybody seems to be 
screaming “3-D acceler- 
ated” this and “VR head- 

set” that. As the old Arab 

curse goes, “May you live in 

interesting times.” 

I'm not sure that StereoGraphics isn't 
attempting to deceive the game-buying 
public with this by tagging it with the “VR” 
acronym. It does give you a decent stereo- 
scopic effect, but that’s a far cry from virtu- 
al reality. 

Try this exercise. Hold your index finger 
at arm's length, focus on it, then close your 
right eye. Now close your left eye as you 
open your right. Did you notice how your 
finger seemed to jump about an inch to the 
left? This is basically what the SimulEyes VR 
glasses do for you, only they do it a lot 
faster than you could possibly open and 
close your eyes. 

When you load up a game that is com- 
patible with the SimulEyes VR and look at it 
without wearing the glasses, you'll wonder 
what on Earth is happening on your moni- 
tor. As soon as you don the glasses and let 
your eyes acclimate to the odd 
flickering that you'll 
see (this 


passes quickly, don’t worry), you'll under- 
stand. Games that are written with the 
SimulEyes VR driver take the VGA output 
signal and divide it. The signal is synced to 
the liquid crystal shutters, and the resulting 
effect is one of “seeing in 3-D” through the 
simple employment of a parallax shift. 

The games that ship with the SimulEyes 
VR are the shareware versions of Descent 
and Wolfenstein 3D, as well as a piece of 
software that can only loosely be called a 


game, Virtual Slingshot, that is more a 
physics model than anything else. Descent 
looks great with the SimulEyes VR, while 
Wolfenstein is only okay and Virtual 
Slingshot is pretty godawful. According to 
the press materials | got from Stereo- 
Graphics, a number of companies are plan- 
ning on doing a port for the product, as it 
requires only a minimal effort on the part of 
the game developer to enable support. 

An interesting side- 
note is that Stereo- 
Graphics also makes a 


However, they come with no padding and 
have relatively sharp edges around the 
nose piece. This makes them more than a 
little uncomfortable to wear. Also (and this 
may just be me), because they flicker at 
such a low frequency, they made my eyes 
hurt and gave me a slight headache. I'd 
recommend that those with even a slight 
hint of epilepsy avoid them altogether. 

| checked out the SimulEyes VR with 


“The SimulEyes VR glasses 


(much) more expensive CQME with no padding and are 


product that is similar, 
called CrystalEyes. 
While the lenses on the 
SimulEyes VR flicker on 
and off at a rate of around 15 cycles per 
second (they are not entirely flicker-free), 
the CrystalEyes flicker at around 60 cycles 
per second. However, the SimulEyes VR 
product ships for around $179 (with an esti- 
mated cost dropoff around the end of the 
year to about $100), while the CrystalEyes 
go for about $550. Factor in the cost 
increase, folks; better 

technology 


® Although the VR acronym has been tagged onto 
the SimulEyes VR, it hardly offers “virtual reality.” 


usually costs bigger bucks. 

The biggest downside to the SimulEyes 
VR is that the base unit is powered by bat- 
teries. Admittedly, the liquid crystal lenses 
barely eat up any juice, but they should 
have thought to put a power cord on the 
product. | hate buying batteries for any- 
thing, let alone something that | would 
consider a part-time peripheral. 

The glasses themselves are fairly light, 
weighing in at around three ounces. 


uncomfortable to wear.” 


Interplay’s Descent 2, one of the games that 
has support built in. They worked fine in 
the lower-res modes, but once you crank 
up the resolution they become eye-aggra- 
vating. You simply can’t adjust the image 
separation with any degree of success; 
setting the focus on an object at medium 
range makes distant and close-up objects 
fall out of focus. Other games that support 
(or will support) SimulEyes VR include 
Test Drive from Accolade, 
Gremlin’s Slipstream 
5000 and Havoc 
from Reality Bytes. 
Expect the list to grow 
since support is so easy 
to build in. 
So all in all, this is by no 
means a perfect product. It does 
offer stereoscopic vision, but, 
because distance changes rapidly 
between object and perspective in a 3D 
game, they are not a great solution. The 
failure to include an AC power cord is a 
huge oversight. However, in its defense, the 
SimulEyes VR offers a low-cost alternative 
to a head-mounted display. Unfortun-ately, 
because they rely on your monitor to pro- 
vide the necessary visual input, they could 
never be married to a headtracking unit; in 
my book, this puts them out of contention 
as a “virtual reality” device. CGR 
-Ted Chapman 


FOR MORE INFORMATION 
http://www.stereographics.com 


CGR Rating 78 


Manufacturer: StereoGraphics 
Phone: (415) 459-4500 Requirements: 486/66 
Price: $179.00 


YST-M15 Speakers 


Quality Sound 


HARDWARE © 


f there’s one particular thing 
that Yamaha does to please 
gamers, it’s build quality 
speakers. The new YST- 
M15s are no exception to 
this rule. | was completely 
impressed by the clarity of the 
sound they delivered. The bass 
response is excellent considering the small 
size of the speaker 
enclosures. 

The speakers 
have a tiny foot- 
print, about the size 
of a cheap pair of 
Labtecs. They 
deliver bass 
response down to 
70Hz, an amazing 
achievement for 
such a tiny enclo- 
sure. Those wanti- 
ng to improve their 
bass response even 
more will be 
pleased to note the 
subwoofer jack 
thoughtfully provid- 
ed by Yamaha; | 
highly recommend 
the matching YST- 


MSW10 subwoofer. If you want to buy the 
whole shebang at one fell swoop, Yamaha 
is also introducing the System 45, which 
mates the YST-M15s and the YST-MSW10. 
It will retail for about $250, so you should 
be able to find it at a street price of around 
$180. The technology behind the bass 
response of the YST-M15s (called Active 
Servo Technology) is provided by interac- 


® Yamaha’s YST-M15 speakers offer 
unbeatable sound at a low price point. 


PC GamePad 6 


Six Shooter 


n a perfect world, all gamepads 
would perform like the 


Retail Price: $99.95 
your local computer superstore tight-Way 
and check it out for yourself. Disital Di ti 
This way, you can be assured igita Irecuion 


GamePad 6. Even the vaunt- 
ed PC Gamepad from Gravis 
doesn't hold a candle to this 
controller. 

Not that | use gamepads 

much. | like ‘em for side scrollers 

and top scrollers; most people associate 
them with fighting games, which | loathe. 
The GamePad 6 is a terrific controller for 
when | want a different type of input 
device. Because most arcade games must 
have an easily understood control scheme, 
arcade-style games for the PC are the logi- 
cal target for gamepads, which are 
(in general) very easy to use. 

So what makes this gamepad different 
from every other gamepad I've looked at? 
It's a personal thing: my hands. | don’t have 
hamhands; in fact, my hands are kind of 
small. Although the Gravis PC Gamepad is 
an okay controller, it wasn’t designed with 
ergonomics in mind. Put simply, the PC 
GamePad 6 is comfortable. This comfort, 
however, will vary with the size of your 
hands, so by no means should you simply 
take my word for it. Instead, march down to 


of whether or not this controller 
is right for you. 

Other factors in its 
favor are the weight 
(three ounces), its 
virtual indestruc- 
tibility and the 
length of the cord 
(eight feet). These 
are aspects of 
quality design that 
many other com- 
panies simply don't 
think much about. CGR 

-Ted Chapman 


Control 


On/Off 


“If there’s one...thing 
that Yamaha does to 
please gamers, it’s build 
quality speakers.” 


tion between the amplifier, enclosure and 
cones; the amplifier monitors the movement 
of the cones and automatically adjusts to 
correct any overshoot or ringing. The 
speakers are magnetically shielded to 
reduce interference with your monitor and 
the amplifier is rated at 10 watts RMS per 
channel. This is well beyond the power 
rating of most other desktop units of com- 
parable size. 

These speakers get loud. | got to annoy 
Frank to no end by playing games at full 
volume while he was trying to write, and I’m 
immeasurably impressed with the minimal 
distortion | got at full volume. CGR 

-Ted Chapman 


FOR MORE INFORMATION 
http://www.yamaha.com 


CGR Rating 96 


Manufacturer: Yamaha Corp. of America Phone: (714) 
522-9011 Requirements: None 


Semi-Auto 


FOR MORE INFORMATION 
http://www. interact-acc.com 


CGR Rating 88 


Manufacturer: |nteract Accessories 
Phone: (410) 785-5661 Requirements: Gameport 
Retail Price: $24.95 


Fire Control 


© Though | don’t use 
gamepads much, the 
PC GamePad 6 will stay 
near my machine for 
some time to come. 


’ 6 fire 
Buttons 
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tight-Way 
Directional 


Auto-Fire 


HARDWARE © 


Con 


‘m being inundated with 
programmability! Not that 
this is a bad thing, mind 
you. | happen to like 
being able to remap the 

keyboard to my input 

device du jour. But here's the 
rub: The PC ProgramPad has a 
very limited kind of programmability. 
Specifically, what the ProgramPad 
does is allow you to record some of your 
favorite “special moves” into a RAM chip. 
It will then play those moves back with 
the exact sequence and timing that you 
recorded them in. This is great if you like, 
say, Mortal Kombat. Thirty moves come 
pre-programmed into the pad that cannot 
be changed, and you can program in 
another six moves to your liking. 
However, that brings us to a 
couple of sticky problems. 

First, suppose you don’t 

like fighting 


LCD Screen 


© Programmability is 
limited, although fight- 
ing game fans should 
appreciate the PC 
ProgramPad. 


games. Fine; don’t buy the ProgramPad. 
Second, suppose you like fighting games, 
but you also like other types of games. 
The controller isn’t going to work very well 
with any other types of games. That 
brings us to our third problem: 
Disconnecting the ProgramPad from your 
computer wipes its memory. The moves 
you've painstakingly programmed in will 
be lost, because the design uses RAM 
rather than an EEPROM. Hmmm...! don’t 
know about you, but | have this thing 
about trying to play every single game 
with a gamepad. Flight sims? Forget it. 
Although the PC ProgramPad is good 
for certain fighting games in allowing you 
to do the special moves with relative ease, 
not all fighting games use the same spe- 
cial moves. And to be limited to only six 
special moves for a single game would 


PC ProgramPad 


rol Yourself 


means that you'd become adept at one 
particular fighter in lieu of being able to 
play all of the fighters equally well. I'm no 
big fan of fighting games, but when | do 
play them, | like to try out different char- 
acters. Call it a “jack of all trades” style of 
play. 

On the other hand, the ProgramPad 
does a really good job at what it’s sup- 
posed to do. Interact makes no bones 
about calling this a niche-specific prod- 
uct; they want to attract that seg- 
ment of the gaming market who 
are dedicated to fighting games. 

The press release that accompa- 

nied the ProgramPad was very 

clear on that aspect of the 
product’s 


6 Fire 
Buttons 


marketability: “PC ProgramPad jumps 
into the market next month with special- 
ized features that cater to the multitude of 
cyber fighting fans.” The release even lists 
a couple of special moves for which the 
ProgramPad is particularly useful, such as 
doing Ken’s Violent Dragon Punch move 
in Super Street Fighter Il Turbo. They also 
recognized that you cannot execute the 
same combinations from both sides of the 
screen (i.e., fighting from either the left or 
right side), so they also included a special 
“mirror” function that reverses the combi- 
nations when you're fighting from the 
opposite side of the screen from your 
starting position. 

The PC ProgramPad has a tiny LCD 
window that lets you see what slot you're 
programming into, as well as what sorts of 
combinations you're making. While the 
“gee whiz’ factor is pretty high for this, its 
overall usefulness is not very great. Why? 
Because people who are into fighting 


games already know what sequences they 
need to input, and beginners need to 
learn the fine art of timing, which they 
won't if their eyes are glued to a tiny LCD 
screen. Nevertheless, it’s pretty and all 
your friends will think it’s cool, even if its 
usefulness is limited. 

The design for the PC ProgramPad is 
great. It’s comfortable to hold and the 
buttons are all put within easy reach, 
except for the auto-move 2 button, which 


“It's pretty and all 
your friends will think 
it’s cool, even if its 
usefulness is limited.” 


was a little difficult for me to get to. With 
some practice, though, it fell within reach. 
The case is made from ABS plastic and 
seems pretty damn near indestructible, 
although | wouldn't go slamming it into a 
wall, since the electronics inside may be 
fragile. Another thing that Interact did 
right here was to include an eight-foot 
cable. If you play a lot of fighting games 
on your PC, you probably like the arcade 
monitor look and feel; as such, hooking 
your PC up to your TV is not a bad idea. It 
follows, then, that you’d want to sit back a 
bit from your TV, and the cable allows you 
to do just that. 

The real decision on this one is up to 
the individual. Input devices are a very 
personal thing; what one person likes, 
another will hate. As | said earlier, | don't 
really care for fighting games, but | know 
a lot of people who do. So, in my own 
opinion, the ProgramPad has some very 
restrictive properties. | like a variety of 
games, and the ProgramPad doesn't cater 
to those other games. So I'll stick with my 
other programmable input devices. 
However, | know some people who've 
turned their computers into basically 
$3000 arcade fighting machines at the 
expense of everything else on the system. 
They'd probably think the ProgramPad 
was the greatest thing since sliced bread, 
although | kind of look on this sort of 
thing as a type of cheating. Check it out 
for yourself. For me, and others like me, 
check out my score below. CGR 

-Ted Chapman 


FOR MORE INFORMATION 
http://www.interact-acc.com 


CGR Rating 79 


Manufacturer: Interact Accessories 
Phone: (410) 785-5661 Requirements: Gameport 
Retail Price: $49.95 


Mach 1 Joystick 


The Best Ever? 


n this age of high-style, 
futuristic joysticks, | thought 
a little refresher course in 
greatness might help. The 
Mach | joystick from CH 

Products is a simple two-but- 

ton joystick. It provides no frills, 
except for its amazing longevity in the mar- 
ket and its absolute mastery of the forces of 
nature. We've had Mach Is around since the 
magazine started in 1991, and, although 
we've had several disappear from our 
offices over the years, we have as yet to 
break one (or see one fail). 

The Mach | was first produced nearly 10 
years ago, in late 1986. Since that time, it 
has continued to be one of CH’'s top sellers. 
There is much speculation on this matter, 
considering how low-tech the Mach | is in 
today’s world of programmable controllers 
that have literally copied their designs from 
State-of-the-art jetfighter cockpit sticks. 

To me, the answer is simple. The Mach | 
was designed from the ground up to be 
tough to kill. No amount of dropping or 
cord-yanking has ever caused one of ours 
to fail. Its simplicity of design is such that 


“Sy-27 FLANKER is a must-own 
for serious PC flight junkies. ” 


— PC Entertainment 


“Su-27 is without qualification the most 
realistic modern-day air combat simulation 


on the market.” 


— Strategy Plus 


anybody who ever touched a computer 
game would feel completely at home 
with it. Steve Honeywell used 

this stick exclusively when playing 
X-Wing and TIE Fighter; con- 
sidering that he finished 
X-Wing three times and 
TIE Fighter twice is tes- 
tament to the stick’s 
abilities. 

For myself, | still pull 
the Mach | down off the 
shelf sometimes. It’s a ter- 
rific piece of hardware, and 
works beautifully with any piece 
of software that uses a 
fairly minimal control 
scheme. Destruction Derby from 
Psygnosis is a particular favorite with this 
stick, and | find Big Red Racing very enjoy- 
able. CH Products should take a huge and 
well-deserved bow. 


dJeMpJeH 


© The Mach I joy- 
stick is still a stan- 
dard around the 
CGR offices. 


CGR Rating 100 


Manufacturer: CH Products Phone: (619) 598-2518 
Retail Price: $28.95 


CGR Ted Chapman 


FOR MORE INFORMATION 
http://www.chproducts.com 


- $U-27 FLANKER is a 
trademark of The 
Fighter Collection. 
©1996 Strategic 
Simulations, Inc., a 
Mindscape Company. 
Allfights reserved. 


_ SPECIAL OFFER for $u-27 Win 95 
‘~ owners! Cail SSI Customer Service 
at (408) 737-6800 for details. 


escent Il has some of the most chal- 
lenging and mind-boggling levels yet 
discovered in the Post Terran Mining 
Corporation’s asteroids. Level16 in 
the Terrafrost Catacombs has some 
rather nasty sections that are not just 
meant to discourage the average jet 
setter, but destroy as well. The premise is 

simple in the catacombs: get into the main reaction 
chamber at the end of the level, knock out the mine 
boss and scoot. 

The execution of this might not be so easy though. 
You see, this particular level has some of the worst 
ambushes and traps in the mines. The mine boss at the 
end of the level is stone bear to defeat. He’s loaded 
with nasty missiles and lots of friends. 

Here are five of the hot spots in the level that might 
be leaving you cold, as in dead. Some are the places 
that are tough to get through, others are weapons 
caches. You won't find the paths to any of the keys, 
doors or the reactor covertly hiding within these pages, 
the Guide-Bot can help you with that. What you'll find 
are tips on how to get past these major tough spots. 

When you start out in the mine, there is a secret door 
on your left. Behind this door is a Bulk Destroyer that 
will come out as soon as you pass him, so be ready. 
When you nail him, he'll leave you a Gauss Cannon. 
Over on the right is another small alcove in the floor- 
with a few Homing Missiles inside, and don’t forget the 
Guided Missile up in the ceiling. Towards the far wall 
on the left is a Headlight Power-up, just in case you 
want to be in the spotlight. 

The first on the list of sights to see is the large room 
with the high ceiling after you leave the entrance hall- 
way. In this huge room are several bad guys, but also 
some cool weapons that you'll really like. There are sev- 
eral different weapons just laying around the room, like 
the numerous missiles and cannons that are left behind 
by the bots as you blow them away. Also, as you enter 
the room, on the far right side against the wall is a 
small depression in the floor. In this divot, you can find 
a few missiles. 

As you enter the room, you will be attacked by a Fox 
Attack Robot, and possibly a Mine-Layer. After the 
defeat of these two, you will get a Plasma Cannon and 
a Spreadfire Cannon to play around with, a Sidearm 
that is hidden up in the ceiling, and there’s also a small 
mine-layer flying around. In the room on the right, there 
is a spreadfire cannon that will be left over from the 
destroyed F.A.R. Then, on the right side of the cavern 
and to the upper right is the entrance to the blue door. 
After you find the Blue Key, you can head through this 
door, but until you do, first go to the right and descend 
down through the large bay opening that the Lou 
Guard is posted at. As you head down the opening, be 
ready for an attack; on your way down you will 
encounter an Omega, an Ice Spindle and a Diamond 
Claw. You will also bump into a Homing Missile and a 
Gauss Cannon for your enjoyment. After you get to the 
bottom of the shaft, head straight toward the steel door 
at the end of the room. You can pick up a few extra 
toys in this room as there will be a few bots hanging 
around that you can frag and use for scrap metal and 
ammunition replenishments. Now, when you are ready 
to go on to find the next item on the agenda—the 
Yellow Key—head through the steel door and get ready 
for some fun. The ambush is approaching! 


Hmbush Une 


The steel door opens into a nifty little mur- _ there is a shield at the end. Another way to 
der hallway here with open walls and alot —_ get the bad guys without putting your craft 
of bots hanging around on the other side of at too much risk is to take them out from 
the walls. There is a Sidearm, a Seeker, a afar. You can look at the Auto Map to find a 
F.A.R., and an Ice Spindle. You can get 
through this in one of two ways: Hit the 
Afterburners, or slide through sideways 


suitable place to set up your own ambush. 
Once you find what room the bots are actu- 
ally in, you can sneak around the sides and 


while firing homing missiles. If you start to pick them off. Be careful though; they will 
take too much damage as you go through, know what you're up to before long. 
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Hmbush lwo 


This is another junction between levels. Here, 
you can find an ammo rack in the secret door 
in the bottom of the shaft; you will also 
undoubtedly find an ambush. When you enter 
the tall shaft, head down so that your lasers 
are pointing toward the bottom of the shaft. 
There will be a Lou Guard, an Ice Spindle, an 


F.A.R., two Bulk Destroyers and a few Seekers. 


Nice setup, eh? Remember the following 
things when you enter into combat: Lou 
Guards carry Homing Missiles and love to fire 
two at a time, Fox Attack Robots and Ice 


Spindles carry Plasma Pannons but are not the 


best at aiming them, Bulk Destroyers carry 
Vulcan Cannons and like to get cozy, and the 
Seekers are generally just a pain in the 


When you've taken out all the baddies, you 
can proceed down the remainder of the shaft 
with impunity. At the bottom, you will find a 
force field that will be actively preventing your 
progress into the next room. To destroy it, 
destroy the Ice Spindle inside the room first 
then shoot out the control panel that will 
become apparent after his destruction is 


accomplished. This will allow you access to the 


Yellow Key and the next sections of the level. 
Now that you've gotten this far, it’s obvious 
that you are a player of perserverance and 
strength. Even though you are tough, you 
might have gotten the tar beaten out of your 
ship in the last two encounters. To alleviate 
you stress, read on to see where the toys are. 


Afterburners. 


Quite a few of the weapons that are avail- 
able in D2 can be found in level 16. The 
Mega Missile is one of the heavy hitters that 
will help you get an edge on the competi- 
tion. If you have been able to successfully 
navigate through the main reactor hallway to 
get in behind the Mine Boss, you can get 
into the small maze—the entrance to which 
is up in the roof—and grab some toys. The 
maze contains a few caches of weapons, 
mostly Homing Missiles and ammo racks, 
but in this section, there is a Mega Missile. 


Mega fun 


While the Mega doesn’t do as much damage 
as the Earthshaker, it will give the Mine Boss 
a real headache when used in combination 
with a few laser shots or plasma bursts. 

When you get to the area where the mis- 
sile is kept, you'll notice that the missile is 
suspended in a cage. | won't tell you exactly 
how to get it out, but | will give you a big 
hint. Here goes: Take a left from the Reactor 
Room exit, down the hall and under the 
archway on your left, then again to the left. 
Now, its right over your head. 
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Behind the reactor room, there is an open- 
ing that leads to a secret door that holds a 
rather substantial cache of weapons for 
your enjoyment. The best way to get across 
the chamber without getting zapped is to 
hang out in the energy center opening and 
fire off a few Flash Missiles into the room, 
hit the Afterburners and head straight for 
the back, quick. The secret door is just to 
the left of the Mega Missile cage when fac- 
ing it. In this long passageway, you will find 


a Smart Missile, Homing Missiles, and a 
Mega Missile. After you get to the end of 
this tunnel and have picked up the last mis- 
sile, you will find yet another secret door. 
This one is hiding a series of shield and 
energy power-ups. It’s tough to get to but 
it’s worth it, especially if you have been 
beaten rather severely from passing 
through the main chamber. The weapons 
are unguarded and the Bandit shouldn't 
bother you in here either. 


Heactor HOD 


PLASMA 


Plasma shots are fast. 
low-impact blasts of 
energy: In short 
bursts. they will not 
do a lot of damage. 
but in a steady stream 
they are tough to 
avoid and deadly. 


SPREAD 


If you want to have 
some real fun. get a 
bot cornered in a 
hallway somewhere 
and open up on it up 
close- The Spreadfire 
is also a real 
crowd-pleaser. 


OMEGA 


This is a nasty 
little toy that 
will arch toward 
the target like a 
lightning bolt and 
stay connected 
until death occurs. 


PHOENIX 


Use this weapon to 
shoot an enemy that 
has retreated around 
a corner. Watch the 
geometry thoughs 
richochets are quite 
dangerous to you. 


When you feel quite confident that you can take on 
the Mine Boss, you'll have to head into the Reactor 
Room proper. While this particular reactor is really 
tough, it can be defeated with multiple missile shots. 
The key to the destruction of the reactor is to first kill 
all of its accomplices. If you take out the bots one by 
one they will leave the Mine Boss virtually defense- 
less. The smaller bots like the Hornet and the Seekers 
will pursue you into the hallway behind the energy 
center. Slide to the left of the opening and blast them 
when they get in range. Stay in the alcove until you 
are fairly certain that the Mine Boss is alone. You can 
check this by using the camera view on the Guide- 
Bot. When you do attack, do not allow the enemy to 
blind you. If you keep moving and changing altitude 
he'll have a tough time of it. Keep dodging around 
and hitting the Afterburners to keep the reactor from 
getting a lock on you. The Mine Boss is especially 
confused if you change your Z vector. When you 
finally nail him, make sure you know where the exit is 
located. Head for it fast and have a nice day! 
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Kingdom 0’ Magic Strategy guide 


aX\eiaey4 Computer Game Review June, 1996 


’mon guys, if you need a 
strategy guide for Kingdom 
O’ Magic, then you haven’t 

_ been spending enough time 
playing adventure games! 


te ce _ What's with that? 


we swoheciie quests in Kingdom, all it 


takes is a little ingenuity and a zany 


sense of humor. Try everything. 
Remember, logic is not the name of the 
game here. Think fun, think creative, 
think satire. Now, if you still need help, 
then read on, wes 

This strategy follows Sine thicunh 
the Traditional Quest and does not give a 


3 hint for every location in this quest. 


eWeinte O’ Knowledge 


There are three separate quests that 
can be played within the kingdom. All 
three have elements common to all 
quests, but each will have items, tasks, 
characters and locations unique to its 
own quest. 

The Kingdom O’ Magic is a unique and 
ever-changing environment. There are 
many paths you can take that will lead 


you to the same end result. Some charac- 
_ ters have homing devices like trolls, who 
tah “return to their caves before sunrise, 


because they turn to stone in the sun. 

Characters remember conversations 
and battles they have had with you and 
act accordingly. 

There are four taverns. Buying a bed 
at night will restore your health points 
and spell points. 

Cleaning the lake is not necessary to 
win the game, but it makes things easier 
to travel from east to west without having 
to use Kalibre Pass. 

You do not need to play Pac-Man to 


win the yellow guy unless you are playing 


the 7-11 Quest, for which you must get — 
the microphone so you can recruit Elfis. 
However, if you do want to clear sewer 


lake so you can pass freely without going | 


over Kalibre pass, then you must also 
play Pac-Man to win the yellow fellow in 
order to get the plunger from Elfis to 
clean the lake. 

If you have the wrong conversation 


tlake Town 


Get the “Brochure O’ Sun, Sea and Tomfoolery” oe 
from the hair salon. Go and speak to granny. 
Get her to leave then take the child in the cage. 


Next, go to the pier and pay the ferryman to 
take you to Baker’s Island. 


Bakerc’s tsland 

Enter Baker’s Hall. The gingerbread men will attack you. Use the child in a 

cage on them. When the coast is clear, enter the hall and find and take 
the donuts. Leave Baker’s Island and return to 
Flake Town. Give the donuts to the policeman on 
the pier, then take his sunglasses. You will also 


automatically pick up the empty donut box. Keep 
this with you. You will need it later. 


Move through Flake Town and to the boardwalk 
bridge. Go to the Gorgon’s Valley and find the 
action hero and the paper bag. 


-ImMinac Traged v 


Go to the inn and talk to the strange man at the 

game table. Play Pac-Man to win. You will get the 

yellow fellow. Go to the “House of the Rising Bun” 

across from the inn. Put your sword in the vat of 

dough by the side of the counter. When you see the 

ninja baker move to the vat, then the oven, then to 

the display of bread loaves by the door. You can go to the display of bread 
and take one of the loafs. Now go to the palace. It must be day to enter. _ 


palace grounds 


Ae Talk to the guards and surrender your "4 
_ | weapons. You will be left with the loaf of J ‘ * 


bread. Enter the castle. Talk to the high 

steward and fight him. When he is dead, 
clean up his remains by using the paper 
bag. Then put the action figure on the 


dead steward’s throne. Go back to. 
side of Kallbre nore Wh 


tcroll’s cave 


Enter the cave and use the Brochure O’ Sun on 
the trolls. They will turn to stone. Take the wed- 
ding list/invitation. == 


Ww st until you rs ite ‘eta Bicy. ee 
2 the crank handle on the ferry to travel across the river. 


Bearing DOW 


Speak to the dog. Leave when 
you find that he will not let 
you pass. Go to Edam where it : y 
is always night. You cannot 
enter. Leave and go back to 
| the metal ferry. You should 
_ | notice a flier taped to the = 

| electric pole by the ferry. Read os 
_it. The flier will only appear _ 
when there has been cycle of a day. Go back to the 
dog. Take the drugged meat from his bowl. Go back to 
the gates of Edam. 


Give the guard your invitation. Once inside, talk to 
the guard by the table. Find the office of Don 
Elrondo. He gives oe a hamster. Leave and go os 


Treehouse 


Give the king the ice. Take the big wrench. Blackmail 
the queen and take the bleach. Leave the treehouse. 
Find Terrence. Give bin the yellow fellow and he will 


Throw the drugged meat over 
the gate. Go to the Inn and take . 

a room for the night. Fight the 

big orange cat in the hallway. Kill 

all nine lives. Once the cat is 

dead, take the white sheet where bm 

} the cat was. Go to the Honeymoon suite and look at the 
/ beh tee Lee mirror. Go back down to the bar area and 


Give the microphone to Elfis. Take the plunger and 
bleach and use them on blocked toilets in the . 
back of MOreEs. tavern and at the Ge : 


and go be | 
wearing the whi S 


tower in the Backwouds. 


Backwoods Tower 


Use the hamster on the mail slot. Go 
upstairs. Take the Palentire stone. Put 
the stone in the empty donut box or the | ™ 
Dark Lord will cast potentially fatal ‘ * ' 
spells on you. Leave the tower and read 
the For Sale sign. Call the number. You 
will get clues to Spenare | Tower. Ge to 


SE 


aping ABajeys J1bew QO wopbuly 


arms 


Enter ie tower and sant) in front of the _ 


Providing it is daylight, give the sheep to the 
hair stylist at the salon. You will get a ball of ~ ¥ 
wool. Take the wool to granny and give itto her. , yy Pug 
She will knit you some underwear. Go find one ie i} 
of the wandering fighting elves in De Lorean or | i 
Eastwood. Give the underwear to one of them. 

You will get a voucher. Go back to Rivendull and give the voucher to 
the elf guard at the gate. Put a hit on the Dragon. Don Elrondo’s elves 
will ambush the dragon while he is buying fruit at the market. The final | 
game scene is a take-off of the Godfather scene when Marion 
Brando's character was shot while he too was buying fruit at the 
ket. While the dragon is recovering in the hospital, yor. ae stea 
treasure and win the game. me 
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Computer Game Review June, 1996 


By Kelt Reeves 


HIGH-SPEED GAME PORTS: WHAT THEY DO AND WHY YOU SHOULD HAVE ONE 


Sluggish Trigger 


Has this ever happened to you: You buy 
the latest, hottest simulation game to hit 
the shelves, slam it on your hard drive, 
throw away the instructions, glance at 
the command reference card, fire it up 


and instantly get your butt kicked? 


Sure, we all have. But have you ever tried it first on "super-wimpy' 
mode and still got your butt kicked, even when it seemed like 
you were right on target with all of your shots? We often 
attribute this to learning how to "lead" (or fire ahead of) a mov- 
ing target. So why does it take so long to learn to shoot new 
enemies in a new game? If you have a 486 or faster PC and 
you are using a joystick without a speed-adjustable gamecard, 
you can at least blame some of it on your joystick port. 

The basic problem with most joystick ports is that they do not 
adjust to the speed of your processor. What that means is that 
although you may be as fast as lightning on the stick, and your 
P166 mega machine may chew through your game, your joy- 
stick port thinks you're running on an old 286! The actual effect 
of this is that you may be right on target for the kill, but the 
interface between you and your machine isn't fast enough to let 
your game know it. This results in missed shots and lots of 
expletives. 

Here's what's happening inside your hardware when you 
load up a game that uses the joystick port. When your game 
asks you to calibrate your stick by moving it to the corners, 
what it is actually doing is calculating a "sampling" rate for your 
machine. That is, the game is checking to see how fast it 
should ask your joystick to send its analog signal to the joystick 
port to be converted to digital information the game can use. 

In talking with gamecard designers, I've discovered that some 
game programmers know how to do this well and some don't. 
My own example for the worst is Wing Commander III. On 
some machines that have properly calibrated high-speed ports, 
Wing Commander III will lose four frames per 

second if you unplug the joystick! The program 

is defaulting to the maximum time-out in look- 

ing for joystick information. Most game pro- 

grammers just don't know how to talk to 

hardware that well—and this is where the 

big problem lies. If your game doesn't 

Know how to ask for the information 

quickly, it leaves it up to your hardware 

to provide it. 

The maximum time that the CPU should 
sit and wait for the analog information 
from the joystick to be converted to digital 
is 1.2 milliseconds. This is the amount of 
time that was deemed appropriate for the 
8MHz ISA bus on the original 8 MHz 
80286 PC-AT CPU. CPUs are now 
much faster, but the average joy- 
stick port, including the port 
found on all current sound 
cards, is not. With CPU 
speeds now in excess of 


150MHz, 1.2 milliseconds is an-awful lot of time for the CPU to 
wait for joystick information. The CPU is kept waiting for a new 
update when it could be processing your request to draw a 
fiery explosion where your enemy was. This is referred to as 
CPU "overhead." Although the actual figure depends on the 
game and hardware used at the time, we've heard estimates of 
the amount of CPU power that is lost to waiting for joystick 
input ranging from 6-12 percent! 

A speed-adjustable gamecard can help solve this problem. 
What a high-speed gamecard does is control the amount of 
time it takes to convert the joystick signal from analog to digital. 
It can shorten it to as little as 100 microseconds to match the 
speed at which your CPU will ask it for information. The CPU 
still has to wait for this information, but it has to wait much less 
time. 

The joystick's drain on the CPU's resources is a problem to 
some degree in all DOS and Windows games. There is a rare 
exception to this. Right now, if you own a digital joystick like the 
Microsoft Sidewinder 3-D PRO and you are playing a Windows 
95 native mode game using the Microsoft joystick driver, you're 
not waiting for analog to digital conversion. And you don't even 
need one of the new digital joystick ports to do it. The 
Sidewinder has the ability to send its x/y axis information 


“The problem with most 
joystick ports is that they 
do not adjust to the speed of 
your processor.” 


through the "button bits" on any standard gameport since the 
buttons on joysticks have always produced digital information. If 
all games eventually become Windows 95 native, all program- 
mers begin developing for digital joysticks and all joysticks 
become digital, the problem will be solved. Right now there's a 
better chance of the planets aligning or Jim Carrey winning an 
Oscar. For this very reason, the Sidewinder 3-D Pro has a CH 
Flightstick PRO emulation mode. 
We've tested gamecards from CH Products and Kraft 
Systems successfully with up to 180 MHz CPUs. Both 
of these brands are expected to work fine when 
the 200 MHz Pentiums arrive also. But eventual- 
ly the CPUs will become too fast for the current 
gamecards to compensate for, and many com- 
panies are looking for. a better solution for 
future gaming. As usual, there are too many 
technologies on the horizon to predict a clear 
winner. Universal Serial Bus joysticks, digital 
joysticks, digital joystick ports, Windows 95 
native mode games, Direct Input and the 
whims of game programmers all confuse the 
issue. As with most new emerging standards, 
manufacturers are all looking at the other guy to 
make the first move. The consumer is of course 
the ultimate authority, and time will tell what 
technology the gamers will buy to make 
blowing things up easier. 
Kelt Reeves is president of Falcon 
Northwest Computer Systems, 
specializing in PC game systems 
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By Scott Gehrs 


ADVENTURES IN THE FUTURE OF GAMING 


I have seen the future of gaming, and | feel 
confident in saying that it's already on the ‘net. The 
other day, | took a long and critical view of the 
online scene and what | found may surprise you. 


With over 60 million people currently using the Internet in 
some form or another, the information age is truly here. A 
great percentage of the people who conduct business on the 
‘net are gamers. Whether simply weekend warriors in the lev- 
els of Doom, or an after-hours pilot in cyber-combat with 
electronic foes, people who work on the 'net, are starting to 
play on it as well. 

There are already hundreds of sites available for the mid- 
night cyber-junkie to explore, everything from the simple 
Zork-like text adventures that can be found on sites such as 
Dwango and on the myriad privately maintained Web pages, to 


“With all of the technology 
available to us today, on-line gaming 


is beginning to rapidly take shape.” 


the commercially oriented sites that some of the major service 
providers are beginning to give birth to. When | began a 'net 
search of the possible links and pages under the search topic 
of “online gaming,” it literally took me a full hour just to scroll 
through the pages. The ‘net is littered with gaming sites that 
have been created by people simply for the entertainment and 
satisfaction of doing it. 
One such site contains a series of short adventure stories 
that bring the reader into a fantasy world 
which has elements from popular 
adventure games nestled inside 
of it. The player reads through 
the story, then at the end of the 
§ piece, there are questions that 
' will test the reader’s gaming 
~ trivia knowledge. 

Now, while the mainstream 
consumer may not be satisfied 
with the text-based type of 
game described above, there 
are commercial sites that have 
both the technology and the 
audience to foster net-games 
of Doom and Descent. These 

typically are expensive right 
now-—after all the online scene is 
only recently getting its feet wet— 
and gamers might be hard- 
pressed to find a site that 
has the merits of 
being both com- 
prehensive and 
inexpensive. 
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@Join the fun and excitement of the 1996 campaign. 


With regards to the commercial sites that are available to the 
discriminating consumer, there are several different approach- 
es that can be taken. Most players that wish to go online to 
play their games will be made aware of the fact that online 
gaming is going to be like everything else—money oriented. 
While that is one of the key elements that makes the computer 
industry so volatile and dangerous for the major players, it is 
also the very factor that makes the consumer king. As the next 
few months come and go, the Internet is going to bloom with 
sites that offer players the kingdom, yet deliver the dungeon. 
By this | mean that, when the 'net begins to burst forth with its 
veritible cornucopia of game sites, it will at first be expensive. 
Fear not however, for the prices at some sites have already 
dropped, from a typical $19.95 for five hours of game time to a 
more reasonable price of $15.00. While this still does not com- 
pete very favorably with the standard of good gaming value 
being somewhere around $1.00 per hour of play, it does fore- 
cast a bright future for gamers that relish the thought of being 
able to go at it with people from several different countries in 
an all-out battle of Descent or just play realtime chess. 

For the gamer who doesn't have the time nor the energy to 
seek out an inexpensive site and may just as well play the vari- 
ous 3-D games on their home PC, there are alternatives. 

One such game that | encountered when | began my 
sojourn, was at a nifty little site at “www.pres96.com.” This site 
has a presidential campaign game that anyone with an e-mail 
address can join. It features several different political affilia- 
tions with which players can align themselves and detailed 
platforms for each of the candidates. Issues such as environ- 
mentalism, abortion, global peace and the economy are just a 
few available. While some might find that an interactive game 
is not their thing, many people may enjoy being able to catch a 
few minutes of an online game in between having to send 
company memos from New York and Hong Kong, or the like. 
Also, given the indigenous nature of the Internet to be an 
internationally interactive communications forum, it is a great 
platform for connecting and intermingling with players from all 
different walks of life, social strata and educational back- 
grounds, into an arena where the only object of the experiment 
is fun and games. 
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An accurate, riveting first-person 

simulation of the Civil War battle between the 
Monitor and the Merrimack, America’s first 
clash of Ironclad warships. 


You're captain of the Merrimack, the Confederacy’ 
gamble on future technology: a seemingly indestructible 
ironclad warship. Union gunfire bounces 

harmlessly off your metal sides. You've rammed and 

sunk the wooden warship Cumberland; the Congress 
Me is scorching the late afternoon sky. The waters of 
fem \ Hampton Roads are littered with bodies and debris. 

t’ You're bearing ps n on the ailing Minnesota for 

your third kill of the day. 


Hidden in the shadows of the foundering Minnesota 
is the Union's version of an ironclad, the Monitor. 
Smaller and more maneuverable. but with less 
gunpower, your nemesis awaits. Your epic appointment 
with destiny is about to begin. The greatest naval battle of the Civil 
War: the worlds first clash of two IRONCLADS. 


View From The Monitor 


These exciting features put you right in the middle of the action! 


ee | , , GROLIER INTERACTIVE INC. 
e Historical detail enriched by e Full 3-D reconstruction of both 
actual logs, notes and letters ships based on original blueprints pen tet Interactive ing, Davibuty, CT 06816 
- : (203) 797-3530. Internet: http://www.grolier.com 
e Battle scenes —— from e Live actors in accurate period 


historically accurate maps and charts costume 


e Multiple a of play e Simple, uncomplicated interface 
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Modem, serial and network play 
for 8 players on Windows® G5. 


Interior and exterior environments, 
Including desert, jungle and arctic. 
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Simultaneously control up to 
6 Mayhem Soldiers. 


FREE DEMO at 
www.domark.com or . 


our Forum on AOL, 
keyword Domark. 
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